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General notes on this new TROONATNOOR guide 


This guide will be broken up into two parts. Part one will be a general practical guide for all film makers. It will cover 
all you need to know about shooting high quality images. And adding as much ‘Hollywood’ magic as possible, even on the 
strictest of budgets. Part two will be a guide to using Adobe After Effects for post-production and editing. 


First don’t expect someone actively working, successfully, in the industry, to be writing this guide. They would be 
earning lots of money. And probably needing that weekly paycheck to pay for all the good things in their life. | have 
almost no ‘good things’ in my life. Teague’s Bridle and all. A pro would expect to be paid a lot of money not just to endure 
the process of writing, but for giving away what they would consider their most valuable trade secrets. So they’d expect 
to be paid handsomely. At least a year of their usual earnings. So who is going to pay them? And the editor that will have 
to check everything, and re-write everything, to get useable ‘copy’. And the focus group leaders who find learners to 
‘test’ the lessons on, and get as much feedback as they can on what is working and what isn’t. What is confusing? What 
has been left out of explanations? Skipped over. Taken for granted by the ‘specialist’ who CAN DO, but has no 
understanding of how to TEACH it to OTHERS so THEY can do it TOO. 

So at very least, if such a guide as this ever got commissioned, with a budget to pay an entire team of people for a 
year, and then a marketing budget, can you imagine what the sale price would have to be, just to hope to ‘break even’ , 
as a business proposition? 

So guides like these are not going to be written by top performing industry leaders. And these people probably 
wouldn’t be motivated to share their insights, or risk being ‘out of the game’ for the time it would take to write a guide 
like this. Even if someone was willing to pay them what they would otherwise have earned from DOING their job, rather 
than trying to teach it to others. Who would then represent COMPETITION for the author. And thus potentially ruin their 
career down the line. Or jeopardize their plans to open a ‘Film School’. Or take a lucrative teaching post at an existing 
one. 

So you are going to end up with ‘teachers’ writing such guides. Academics. People who have done lots of courses, but 
never actually done anything ‘great’ in the ‘real world’. People who can teach but can’t do. They just didn’t have the ‘flair’ 
or ‘talent’ or ‘feel’ for it. They can explain how the great films were made. And perhaps give us insights into WHY they 
ARE so great. But they themselves don’t have that greatness within themselves. Or at least never got the opportunity to 
allow it to fully develop and bloom, artistically. Probably they would not have managed it, even if they had been born 
‘trust fund kiddies’ like most Hollywood Directors. 

In any case, academics, by nature, are not courageous enough for the sloppy, messy, ‘hit and miss’ evolution of ideas 
and forms it takes to ‘create’ art. 

Academics can, if we are lucky, ‘reverse engineer’ a film, and if they are skilled Zen observers, MODEL the processes 
the artists went through, often ENDURED. But they are not capable of ‘engineering’ anything. They just don’t have the 
‘feel’ for it. They can learn to DE-CONSTRUCT, but are incapable of construction. 

So you are stuck with me. Thanks to my ‘Teague’s’ Bridle’ | am available. | don’t have anything better to do. No-one is 
offering me money to work for them. Or with them. They don’t want to work with me even for free. So my opportunity 


cost is about zero. In fact I’ve been blacklisted as a teacher. As a public servant. And many of my books have been 
blacklisted and banned. I’ve been banned from YouTube. And that means Google too. I’ve had ALL my books, including 
my guides which had zero political content of any type, banned from many major self-publishing platforms, and myself 
blacklisted from them. So | find myself free to teach myself skills which, as a child, and student, and young adult, | thought 
| would never possibly have a chance to learn. Thanks to Pirate Bay torrents, YouTube, and my ‘Teague’s Bridle’. Hey, | 
hate the tooth pain, migraines, nausea, fever, sinus inflammations, and so on, that come with this ‘situation’. And the 
loneliness and isolation. The lack of any human affection, let alone a sex life. But what am | to do? Other than behave as 
constructively and conscientiously as | can, and continue learning and teaching, and hoping | don’t wake up tomorrow. 

Or hoping that if | DO wake up, it is to a world AT LEAST HEADINING IN THE DIRECTION of that optimal sort of world 
defined by my own PROTOCOLS. An escape from this Cult of Judah prison. A prison where the inmates all suffer 
Stockholm syndrome, and identify with their jailors, and the system that convicted them of the crime of THINKING. 

These prisoners have swallowed the story that that nasty, vicious, childish, vindictive, mean, cruel, unfair, unjust, 
temper tantrum throwing, infantile god ‘Yahweh’, who commanded his followers to kill their own first born sons, and to 
kill every man, woman, child, pregnant woman, un-born child, and their animals, in wholescale genocide, because they 
‘displeased him’, and who murdered every living thing on earth, in a flood, because IT displeased him, has suddenly 
turned into ‘Mr Nice Guy? After he’d devoted no more than an entire WEEK, a full working WEEK, to the entire project of 
design and construction and production of his ‘creation’, he let it ‘run wild’ and then lost patience with it. Blaming his 
VICTIMS for the failure of HIS design? That after MILLENIA of living in denial, and blaming his victims, he suddenly has a 
change of heart? Finds he has a guilty conscience? So decides to be born as a mortal, to die on a cross, as some sort of 
‘compensation’ package, and to ‘save us’ from the ‘sin’ that that HE HIMSELF, for some completely neurotic, insane, 
psychopathic, sociopathic, mentally deranged REASON had himself ‘written into the code of this game’? 

Anyway, this guide, like all my other guides, are essentially written as a reference for myself. So | have no incentive to 
‘shortchange’ the reader. Myself. By pretending to understanding something | didn’t, and just ‘bluff’ my way through the 
bits that were ‘hard to understand’, hoping the reader wouldn’t notice. Or ‘glossing over’ those bits that were ‘new’ to 
me. 

Remember that many professionals have found a ‘system’ that works for THEM. A process. A method. An approach. It 
is ‘familiar’ to them and they associate it with success. So this is what they ‘KNOW’ about making films. And learning this 
method will add a string to your bow, and will help you if you intend merely trying to emulate their films. So it pays to 
have someone ‘model’ their behavior. Their process. Their method. And explain how it works. And why it works. 

But if you want to evolve to become the next interesting director, you'll have to wean yourself from this teat. This 
comfortable ‘familiar’ place. The ‘known’. And forge your own path. Hit and miss style. Negative selection style. And the 
best way to do this is to first ‘model’ as many great film maker’s processes as you can. Collect as much information on the 
possible ways of approaching film making. And then ‘grokking’ the essentials that each share. And reflecting also upon 
what is different to each. 

You can use what you’ve learned as your springboard. As starting points. Or simply emulate them, to ensure 
‘Hollywood’ success. To ensure you are ‘in demand’ as a film maker, and thus constantly employed. Even if you are only 
making television commercials. 

Or you can take confidence from what you’ve learned, and use that confidence to DO SOMETHING CCOMPLETELY 
DIFFERENT. Take a big risk. You might become the next ‘big’ film director. Earn your own groupies. Be ‘modelled’ by all 
the academics who will explain what you are doing, and why it works, to their students. You’ll become a ‘REEL’ deity. Be 
worshipped and admired. And most of what is written about you and your process will probably be wrong. And leave you 
speechless. But you'll be famous. And you might even get to make more films THE WAY YOU WANT TO. But don’t be 
shocked if you are expected to ‘conform’ in the long run, to the ‘tried and tested’ methods and approaches that have 
made Hollywood Directors, and the industry, so fabulously wealthy. 

A tip though. Challenge any Cult of Judah dogma, from ‘The official 911 narrative’ to ‘The official Holocaust narrative’, 
or even the whole ‘Man-made global climate crisis’ narrative, in any way or form, and you can say goodbye to ANY 
chance of a career in the mass media. Which is to say that if you WANT to succeed, you'll have to find a way to REFER TO 
and INCORPORATE and RE-INFORCE those narratives. To ‘maintain’ those myths. Which are, after all, as much Hollywood 
productions, as any feature film. And have had at least as much money poured into producing, and promoting, and thus 
maintaining them, as any Hollywood blockbuster. 

Remembering my guides are reference books written for myself, ‘The Dumbest Expected User’, you can expect them 
to be clear. No bluffing. No ‘holes’. No bits ‘left out’ because they were too hard to explain. Because | write for myself, | 
have the most active and vocal and pushy built-in critic and editor. 

What I do is gather information, and present it in a way that makes sense to me. In the process | end up being forced 
to observe how others have approached this task, in the form of video, and written materials. Most writers make lots of 
assumptions about what they think they know, and how best to explain it. Each of us has a dominant representation 
system which we favor. Some people are more visual, others more intuitive, and some like me require things to be 
literally ‘SPELLED OUT’ in words. Like a computer program. In a logical sequence. One that moves forward in a linear 
fashion. One step at a time. Leaving no gaps to stumble and fall into, and become lost in. 

As L Ron Hubbard suggests, if you find yourself lost, go back to the last place you felt comfortable. And start again. I’d 
suggest that you go back a little further, to make sure your comfort is not a ‘false friend’. Often what we THINK we ‘know’ 


is actually incorrect. And because we fail to go back a bit FURTHER, we end up in a loop. Getting nowhere. Usually giving 
up. Throwing in the towel. Or pretending we understand what we don’t. 

My TROONATNOOR process is all about going back as FAR as we can, concerning what we think we know. To identify 
assumptions we had made, without realising it. Assumptions often in the form of ‘received wisdom’ and ‘tradition’ and 
‘authority of numbers or status’. I’ve gone deeper than any philosopher who dared publish their findings. I’ve found that 
most of what we think we know is merely HEARSAY. We’ve accepted it based on the ‘authority’ of numbers, public 
opinion, or tradition. Or because of ‘THE AUTHORITATIVE’ status of the source. Such as a RESPECTED news presenter. Or 
teacher. Or Religious figure. Or Nobel Prize Winning scientist. Or New York Times Best-selling author. Or well-published 
Professor. We conflate ‘familiar’ with ‘known’. And FEEL it to be ‘truth’. Simply because it feel FAMILIAR. It is what WE 
‘KNOW’. Have ‘known’. All our lives. But when we interrogate WHY we ‘know’ it, we discover we are really simply 
ASSUMING that it is fact. Truth. We are really just making assumptions. And the first step to challenging and moving 
beyond these assumptions, is simply become aware of the fact that we ARE dealing here, WITH assumptions. That have 
no scientific basis. No historical basis. We have no EVIDENCE for them. No SENSORY impressions to work with. Someone 
ELSE may have claimed to SEE something, a long time ago, but since then, zero. The impressions of our senses are the 
most ‘authoritative’ source of ‘knowledge’ we have. And yet MOST of what we believe to be true, and which we feel we 
‘know’, is NOT based on the impressions of our own senses. Nor the impressions of any living persons. And when we 
learn the difference between specious sophistry and compelling argument, we find that most ‘arguments’ presented as 
‘evidence’ and ‘proof’ for most of our beliefs, are pure specious sophistry. In no way compelling. 

That is one of the very few digressions | will take in this guide. You can read all my other digressions in my other 
guides. And then hopefully become curious enough to begin delving into the entire CANON of the TROOONATNOOR 
imprint. 

Now back to film making. If you don’t have a script, or are interested in what makes the most famous scripts written 
SO FAR, work, download a copy of my ‘(Re) Writing the Script of Your Life’, from my TROONATNOOR Patreon account, or 
WordPress TROONATNOOR account, or using links in my BITCHUTE.com TROONATNOOR video descriptions, or on my 
‘Marduk Tyr’ Facebook page. You'll then find you can download PDF, EPub, and Mobi versions of the entire 
TROONATNOOR imprint, at no cost to YOU. I’ve already paid the cost. Of course if you want to ‘have done unto as you do 
unto others’, and be rewarded for YOUR effort, sacrifice, and risk, then you can compensate me as you see fit, for MY 
effort, sacrifice, and risk. 

My aim is to offer graded teaching/learning materials as modules, which represent the best, most logical, optimal, 
most easily accessible, and fast, way to teach and learn the skills, and gain the knowledge, required to allow even the 
most ambitious film maker, with the most basic and limited access to technology, such as generic discounted laptops, 
torrents, and After Effects. l'Il aim to make it possible for anyone who can and will commit intensive study time, to learn 
the most useful and important skills in After Effects in under one month, so they can take advantage of the one month 
‘free’ trial being offered by Adobe. 

The materials | had access to often proved intimidating, frustrating, and irritating to work with. But what | was 
ultimately able to ‘glean’ from them, | am now able to present in a quite simple, straightforward, manner. Without all the 
‘learning rage’ and ‘despair’ and ‘nervous breakdowns’ and ‘temper tantrums’ and simply finding myself lost and ... 
basically HATING the presenter for not having bothered to edit their videos, or in most cases even adequately prepare 
them. To be fair, many of these materials were offered ‘free’. But consider that time is precious. And ‘attention’ and 
‘concentration’ and ‘focus’ are even more precious. So ‘free’ stuff often COSTS you in many ways. The point of 
‘professional’ courses is that they are supposed to ensure you DO learn, and at the lowest cost, in terms of time and 
frustration. 

Some people see other people’s errors and mistakes, poor design decisions, lack of ‘thinking it through’, lack of 
‘testing’ and lack of real ambition, as expressed through their ‘products’ and ‘designs’, and in this case ‘lessons’, as an 
opportunity to improve. As a ‘niche’ in the ‘market’ that THEY can fill with designs and products that DO live up to their 
own ambitiously high standards. People like me. I’ve learned a lot about what NOT to do. Because, as is my process, | 
approached this as a total beginner. Designing this course slowly and in fits and starts, as | learned the materials myself. 
So | was THERE at every moment as a STUDENT. A LEARNER. NEVER having approached anything from the position of a 
‘natural’ or an ‘expert’ who either never HAD to really ‘try’ to learn (it came intuitively and naturally to them as a gifted, 
talented student of this particular subject matter), or had gone through that process so LONG ago that they were 
completely alienated and estranged FROM it. Having learned their material over many years, it has become ‘muscle 
memory’ and ‘self-evident’ and ‘obvious’ to them. They can do it all without thinking. And there’s the rub. They have zero 
connection with learners. They cannot ‘enter into’ the process of learning their craft over. Every time they write a lesson 
plan up, they ‘skip’ important details. 

It is incredibly hard to ‘slow yourself down’ when you are ‘in the zone’, experiencing those ZEN moments of full 
concentration and ‘entering into’ something, and break down every HIGHER action into its smaller parts. To take a step 
back, and explain every little step in detail, without omitting anything that could produce those ‘gaps’ in understanding 
that prevent genuine comprehension and learning. 

Often it even takes an objective, independent, ignorant, external ‘MODELLER’ activing observing, watching, and asking 
detailed questions, to even remind the person whose process and decision making chain are being ‘modelled’ , ABOUT 
most of those steps. To ARTICULATE them EXPLICITLY and FORMALLY for the student. Bandler probably taught the gifted, 


talented, intuitive ‘naturals’ a few things about their OWN behavior that THEY themselves would have remained oblivious 
to. Not to mention observing typical behaviors of normal people, and finding the patterns that were latent in them, 
including the ‘micro-signaling’ and ‘micro-gestures’ that people who are ‘gifted’ ‘Cold Readers’ and ‘Psychics’ use to 
‘READ’ people. Signals anyone can be trained to become aware of, and sensitive to, in true ZEN style. Signals some 
‘psychics’ are not even aware that they ARE reading / picking up on / interpreting. Signals that others, trained in this high 
art, would prefer remain ‘esoteric’ knowledge. Rather than the basis of formal Neuro-Linguistic-Programming training 
courses. 

When you’ve mastered getting from A to B, most of the steps and decisions come automatically, almost subliminally, 
NON-consciously, as muscle memory and stimulus-responses. How many times have you set out in your car to drive to 
work, or the shops, and arrived there without any memory of what happened in between departure and arrival? We 
‘tune out’ and engage muscle memory very often. It is rare that we are actively, consciously, driving. Or doing anything 
else that has become ‘routine’ for us. Easy. Automatic. 

So only the active learner, who considers EVERY drive a NEW learning opportunity, and who is an active, DEFENSIVE, 
driver, will be able to tell you anything about their driving habits. For most people they are just that. Habitual. Carried out 
without reflection. Having been established as ‘traditions’ at some point, and then taken for granted as ritual, habitual, 
unthinking, action. 

It takes SO much time to prepare the optimal lesson. Few people are willing to commit to that effort and time. 
Though you’d think the university professionals paid high salaries to teach this subject would have, years ago, published 
the optimal lesson plans, which is not the case. They consider their job to be more about ‘ad-libbing’ and ‘demonstrating’ 
rather than ‘Designing learning materials’. They would in effect do themselves out of their jobs, if they managed to do 
what | do, with my own guides. 

So we are left with people who decide, often on the spur of the moment, to ‘make a YouTube video’ demonstrating 
something. Often in order to sell ‘the full course’ they are offering. If their ‘full course’ is as haphazard as their ‘freebie 
teasers’ then no thanks. And if their ‘complete course’ is really of a much higher standard than their freebie tasters, then 
their marketing strategy is all wrong. Like handing out free samples of your product, but only handing out the ‘factory 
seconds’ or ‘rejects’. You are going to do more harm than good, and ruin your own reputation. 

The typical YouTube Vloggers make videos without planning much. And without editing much, if at all. Without re- 
doing anything. Without writing a ‘script’ of their videos that others can read and follow. A recipe. So they ASSUME they 
have explained things they haven't. 

The only way to TEST your video or lesson plan is to hand it over to a student. And only if THEY can reproduce what 
the teacher did, using ONLY the lesson plan (with references back to earlier, simpler lesson plans for more advanced 
material), can the teacher claim their lesson as a success. If the experienced cook ‘does stuff’ they have not written down 
‘because it is self-evident to them, automatic, muscle-memory, and too ‘boring’ and ‘obvious’ to state’, while following 
what they imagine is their own ‘recipe’, then others, picking up the supposed ‘recipe’ will NOT produce the same results 
as the lesson plan’s author. For they can ONLY do what they have been INSTRUCTED to do. They do NOT have all the 
‘muscle memory’ which appears as ‘intuition’ and ‘automatic’ actions. Built up over years and years of action. So that 
they have become non-conscious actions and considerations. Made by the sub-conscious itself. Carried out by the 
MUSCLES rather than the mind. So they will NOT successfully reproduce the efforts of the author. But while this sounds 
obvious, unless you really audit your lessons, and continually redraft the copy, and continually test the new drafts on 
NEW students, and take this time and these precautions, and MAKE this HUGE investment, chances are you will fall into 
the same trap of almost every other learning materials designer | have come across, in the various areas | have attempted 
to learn new things. 

Read my explanations of my teaching concept and processes in my other guides, such as my ‘Optimal English’ and 
‘Optimal Reaper’, and ‘Sound Foundations Audio Engineering Reference Guide’ and ‘Planned Abundance’ and ‘Vocal 
Training Guide’. Especially if you ARE a teacher, or plan to be. Or at least plan to make some instructional videos or other 
materials for YouTube. Or like me, for your own reference. 

Teachers forget their students have not yet had time to develop 'muscle memory' for the many tedious steps involved 
in the simplest of tasks. So they fail to articulate each step clearly. 

Imagine teaching a stroke survivor how to walk, or write! Now THERE is a truly focussed teacher with clear teaching 
concepts in play! 

Today's students are also not trained to pay attention. Because teachers tend to ramble on half the time, and are 
rarely following clear, precise, lesson plans. Often because there are overworked, rushing from class to class, often for 
classes they were never trained to teach. So students are 'accustomed' to ‘switching off' then waiting till the teacher has 
finished 'rambling' before asking 'so how do we do this?’ | admit | was guilty of that as a student, at school. And my 
concentration span is probably greater, having grown up without the instant gratification of the internet! 

First we have to become clear about the basics of photography and video and film capture. Learn what all the possible 
‘settings’ do, and the effects they can be used to achieve. Then learn how to get stable footage, with as much ‘data’ as 
possible, for later ‘color correction’. And then work on our ‘moves’. The typical ‘Hollywood’ ‘Camera Moves’. Which 
traditionally required expensive apparatuses, but which we can, even on the smallest budget, learn to emulate with the 
most basic of gear, and also within programs like After Effects. 

A program like After Effects is a nightmare of small steps, which MUST be attended to. Missing a step is like taking 


some IKEA flatpack, assembling the product, and then finding you have ‘bits left over’. And worse, finding the thing 
doesn’t function as a result. Because you missed some step. Because the instructions were not clear enough. Or because 
you didn’t pay attention. 

As teachers we have to condition students to EXPECT valuable information each time we open our mouths. So they 
are eager to listen. As eager as a dog waiting to hear that bell, and get that snack! So they will become attentive to our 
every utterance. As the bird in the lab attends to their handler’s every gesture, looking for the ‘sign’ that ‘food’ is about to 
appear. Only when we have their full attention will they ‘track’ with us. 

It is our fault then if they get lost because we 'skipped' or 'rushed' some tedious step we find frustrating to repeat for 
the millionth time. And we must, like the ‘defensive driver’, be on the active LOOKOUT for SIGNS that we have ‘lost’ any 
of them. Signs that our message was not received loud and clear. Because it was NOT clear. Because we’ve led them 
down a staircase, and removed a few steps, sending them sprawling, or at least stumbling. 

We must actively look for signs of ‘recognition’ and ‘understanding’, as well as ‘confusion’ and ‘WTF?’ Sadly students 
are conditioned to PRETEND they understand. Asking questions is rarely REALLY encouraged. By either teachers or other 
students. 

When it comes to learning a SKILL, there is no better way to ‘test’ for ‘understanding’ than actually DOING something. 
Attempting to REPLICATE the actions and steps of the teacher. And getting the same result. The results usually speak for 
themselves. It is hard to ‘bluff’ and ‘pretend’ when your attempt to DO results in a chaotic mess appearing on the screen, 
rather than the clever text animation, or ‘special effect’ the teacher just ‘walked you through’. 

DOING is required not just to demonstrate what you do and do NOT know, to yourself. But also as a memory aid. The 
more ‘representation systems’ you engage, the better. The more, different, ACTIONS you associate together, the more 
‘touchstones’ your memory will have, and the more possible ‘TRIGGERS’ there will be to recall. So you will have a chance 
to remember what you SAW, what you HEARD, what you WROTE, and what you DID. Recalling any one of these can 
trigger recall of all of them. It is how people are trained to improve their memory. To the point of being able to make a 
‘trick’ of it. Or as part of their skill-set for their occupation. 

B.1.B, a ‘Bildung’s Institute’ in Paderborn, Germany, believed they could teach Photo-Shop with two students to a 
computer. This meant only ONE of them could actively follow the instructions, as they were given. The other would have 
to wait their turn. They also felt that if ‘most’ of the students already knew something, the ‘others’ should ‘borrow a 
library book and teach it to themselves’, even though the course was marketed as a ‘beginners’ course. | was actually 
banned from EVER studying at that private institute, when | complained to the government that was paying my tuition 
fees that the institute was not honouring its contractual obligations to TEACH me the course curriculum it has SOLD me. 

Other ‘online’ courses | attempted were so badly designed that | was not learning anything. And there was no real 
feedback possibility. No way to ‘ask questions’ and get answers within a useful time frame, let alone in ‘real time’. 

Other courses were just badly run and designed. Making even learning something as simple as HTML a nightmare. | 
later taught myself, and designed a simple online course to demonstrate how it COULD be done. My geocities account 
and Yahoo account was closed and no reason was ever given. And this was just back when | was criticizing religion IN 
GENERAL, and suggesting the IDEA of ‘social realities’ that might be at odds with objective reality. Decades before | woke 
up to the Cult of Judah and the whole ‘false flag’ and ‘fake news’ and ‘New World Order’ agenda. 

Teachers must accept the less ‘sexy’ parts of their job. That of teaching the routine, mundane, ‘baby steps’ IN DETAIL. 
Omitting nothing. Leaving nothing to chance. Risking no misunderstanding. Accepting that THEY are being paid to teach. 
Most students who manage to get through most courses ONLY do this IN SPITE OF the lame teaching, thanks to OTHER 
STUDENTS filling in the gaps for them, which went begging during the actual formal lessons, and in the teaching 
materials, if there were any. 

Another treacherous threat that lays lurking in the grass beneath your feet is the temptation for student’s 
THEMSELVES to make assumptions about what they ALREADY ‘know’ and ‘understand’. Often students CAN sort of DO 
what is being taught. Or ‘sort of’ already ‘know’ it. We all fall into this trap easily. Learning is NOT fun for most people. 
Children LOVE learning. Adults consider it WORK. And most will attempt to work as LITTLE as possible. To take the path of 
least work, through their lives. And what is more tedious then more or less RE-learning what you feel you ALREADY know 
and understand? 

Of course people ASSUME they ‘know’ and ‘understand’ much more than they really do. It takes the ZEN ‘whacking 
stick’ of ‘shock and awe’ or ‘surprise’ to even get most student’s minds OPEN and ATTENTIVE and EXPECTING to LEARN 
something NEW. Or to gain a deeper, more meaningful, understanding, and INSIGHT into the subject at hand. Something 
UN-expected has to happen to ‘wake them from their dogmatic slumbers’. So that they are even paying attention AT ALL. 

When someone is talking to you, are you really actively listening? Or do you assume ‘I know what they are going to 
say’ and are merely waiting for your chance to respond? Or working out what YOU are going to say next? 

When someone is talking about a subject you feel you have already mastered, are you more or less interested in what 
THEY are saying? Do you EXPECT to learn something NEW? Are you REALLY listening at all? 

What do YOU do with that feeling of DISCOMFORT comes, when you do NOT understand what is being said? Simply 
ignore it? Hope it goes away? Or do YOU ask questions? How many people have the courage to interrupt a lecture to ASK 
questions? Even when the lecturer explicitly ASKS ‘Does anyone have any questions?’ 

As students, we have to consciously remind ourselves, to discipline ourselves, to 'keep paying attention’. To remind 
ourselves that we can NOT know what the presenter is going to say next. To humble ourselves and assume it IS possible 


that even WE will learn something from even this most ‘basic’ of lessons. 

Students often think 'Yeh, I've done something like that, | can do it, | don't have to pay attention’, when in fact, if they 
learned to practise ZEN attending, they would find they learn something new about, and from, things they THOUGHT they 
already knew, and from materials and objects and subjects they were sure they 'knew everything about already’ and ‘held 
no mysteries for them' and thus ‘held no interest for them’. 

A ‘University reader’ from some American University | stumbled on in Poland had some great chapters in it, and one in 
particular on a biology professor who left a student to ‘look at' some sample in a jar, each time they came to see them for 
‘advice’. This was frustrating for the student at first. They felt 'ripped off’ by this ‘lazy professor’. However the student 
soon learned to LOOK and SEE, ZEN fashion. 

After many hours they began noticing all sorts of DETAILS in the 'sample' they had failed to notice at first. They had 
been very dismissive of the very idea, at the start. But after several days they understood the wisdom of their professor. 
And their good fortune at having stumbled upon such a ‘Sensei’. For they had learned the ZEN discipline of true 
observation. The ability to assume you do NOT ‘know everything’ about something, no matter how ‘familiar’ (a.k.a 
‘known’) it may seem at the start. No matter how confident you are that you ‘already know it all’. Or at least ‘everything 
there IS to know about THIS thing / object / subject. It is a humbling experience which breeds the future EXPECTATION 
that NEW things WILL be revealed, if only you, with an open mind, and a SENSE of expectancy, practise ZEN observation. 

This has helped me over and over, to wade through materials on subjects | felt | ‘knew everything about already’. 
Often | learned something new. Or at least something of value, about how OTHERS perceived the world. And how they 
DE-ceived themselves. And how they had BEEN deceived. 

Often it takes another person, coming from a different background, and thus looking at things from a different 
viewpoint, or ‘point of view’, to point out things that were staring us square in the face. But which we simply had never 
noticed. Had never seen. Never ‘taken in’. And thus never ‘perceived’. 

This happens when someone explains a ‘magic trick’ to us. A simple ‘card trick’. No matter how well we attend and try 
to be sure of observing everything, and missing nothing, we DO miss the ‘set-up’ of the trick, which usually occurs 
BEFORE we start attending. Before we are paying attention. Usually while the magician, or their assistant, deliberately 
mis-direct our attention towards something ‘harmless’ to the trick. Giving the magician that moment in which to do 
something key to the trick, but which we don’t attend to. Our attention being elsewhere for this key moment. This is one 
reason magicians are loathe to repeat tricks too many times. The ‘misdirection’ might fail to draw out attention, and we 
might ‘see’ what we weren’t meant to see. 

Even when there is no misdirection, we can easily ‘miss’ key information. Our brains have such limited short term 
memory, and processing capacities. Adequate for ‘gold mine labourers’, but not really fit for much critical reasoning. 
Unless we train our minds. And discipline our attention for very long periods of time. And take notes which we can refer 
back to as we progress in our ‘reasoning’. 

| was keyed up to ‘discover’ the ‘trick’ in ‘Cold Reading’, during a documentary on that subject. | concentrated and 
focussed my attention, looking hard and listening actively, during the documentary. Even so, | missed some very 
important details, due to the maximum 7 or so item limit to my short term memory. Lack of RAM. And low processing 
power. Things that happened early in the documentary were apparently ‘jettisoned’ by my short term memory, as the 
documentary progressed, and | focussed on the ‘new’ information being presented. For later in the documentary the 
narrator / presenter drew some key facts to my attention, relating to the very start of the documentary. At first | was 
unable or unwilling to believe what they stated. This is nothing unusual. And the reason why the presenter then replayed 
key moments from earlier in the documentary. Those moments when the ‘Cold Reader’ straight out asked for personal 
information which their interlocutor offered up. Both their interlocutor, the person being ‘read’, and myself, and almost 
every other viewer, FORGOT about these moments, by the time the ‘Cold Reader’ ‘magically’ repeated the very same 
information. Pretending to be ‘reading their mind’. When in fact they were just repeating facts their ‘victim’ had freely 
volunteered at the start of their interactions. Between that time, and the ‘reading’, they had forgotten all about it. As had 
|. And most viewers. 

This is why | find that written lesson plans, along with carefully scripted presentations, where the transcript details 
EVERY step in a process, along with offering links to explanations about key concepts, or adds this information in the body 
of the document, essential. We simply have such limited short term memory, and processing power, that we NEED 
reference materials to refer to later. 

This is also why we need to make each NEW lesson clear in its particular aims. Aims which should never exceed more 
than 7 or so NEW pieces of information. We should design a lesson around 7 or fewer NEW points. Then allow the 
student to learn and PRACTISE these new points, so as to convert them from short term memory to long term memory, 
and ideally even ‘muscle’ memory. 

Remember that our ‘Brain’ is made up of our entire nervous system. This extends from our spine to our skin. So our 
memory of ‘keyboard short-cuts’ resides not just in some brain centers in our head, but also in our fingers. Literally. 

Our ears suffer from ‘fatigue’ just as our eyes do, and our ability to concentrate does. So keep lessons short and 
introduce no more than 7 NEW pieces of information per lesson. Then give a chance to practise the lesson. To offer the 
mind many different ‘triggers’ for later recall. 

Then build up modules of lessons to cover themes and topics. And more complex processes. Ensure the processes 
build upon modules. Like climbing a ladder by rungs, or climbing a stairway one step at a time. Breaking down larger 


process paths into smaller, more easily learned and remembered, processes. 

This makes teaching software like After Effects so tedious. For some very simple actions require the performance of 
MANY steps. And if you are trying to show off some elaborate technique, you are going to exceed the ‘7 NEW items’ limit 
really quickly. Before you are even through the first step, in many cases. So you are going to have to consider how to 
‘break down’ the larger, impressive, technique, into many smaller, more manageable, in terms of teaching and learning, 
steps. 

And overcome the urge to ‘rush ahead’, simply out of a desire to ‘show off’ what you can do. If your video is just to 
demonstrate the OUTCOME of a process, and SELL the actual lesson plan for it, then go ahead. But it is unfair to mislead 
your viewers about the nature of your video. If you lead them to assume that watching THIS video is going to teach them 
how to ‘replicate’ the outcome, and then mumble and rush through it, only to offer them a ‘special deal’ on the ACTUAL 
LESSON, you might do your enterprise, that of marketing your actual lesson, more harm than good. By not just destroying 
good will, but generating ill will, for you and your associated products. 

My first question of an interlocutor is ‘are you willing to be WRONG about almost everything you claim to believe?’ It 
is rare that anyone has such an open mind about their own beliefs. They assume that what they happen to have been told 
growing up, by the various ‘authorities’ they trusted, just happens to be ‘the truth’. Everyone ELSE who was taught 
different things just happened to have been the unlucky. The ‘authority of numbers’ and ‘the authority of the majority’ is 
limited to a person’s own milieu. People overlook the fact that ‘the majority’ of people ‘in the world’ DISAGREE with 
them. They only care about the ‘local’ majority that surrounds THEM. Whom they live AMONG. 

The ZEN principle is that you must have and OPEN mind. And EXPECT to be surprised by something. EXPECT to 
discover you were WRONG about something. EXPECT to suddenly SEE something you had MISSED before. This expectancy 
needs to be vague and unspecific. So that there is no prejudice. No pre-judgements. No assumptions. Just a general 
expectation that you are going to LEARN something. That something is bound to be REVEALED to you. If you are just 
patient, and continue actively LOOKING and OBSERVING. 

If your mind is closed, then no NEW stimuli have a chance at forming any NEW impressions upon your mind. You will 
be like the newly hatched chick that sees a snake, and assumes it is its mother, and thus follows it around. Trusting it. 
Until it is eaten. Our minds tend towards such ‘imprinting’ of ‘knowledge’. Assumptions that are given the status of 
‘knowledge’ simply as they are ‘familiar’ to us. 

You can watch a video or read through instructions over and over, and still ‘miss’ key bits of information and 
instructions. Simply because you think ‘I know that already’. Simply because we tend to read what we EXPECT to find 
written, rather than what is actually THERE. Thus we ‘hear’ and ‘see’ what we expect to find, rather than find the NEW, 
surprising, challenging, and UN-expected, things that ARE there. Right in front of us. Screaming for our attention. 

My brother reacted like Wittgenstein, when | ‘didn’t believe that a mere damp towel could produce such a horrible 
stench’, and asked my brother to help me carry my bed outside, assuming the bed MUST have been the source. | had 
‘ruled out’ the damp towel as a POSSIBLE source of such a horrendous stench. He got angry with me for this inability to 
believe. In Wittgenstein’s case it was someone’s comment that ‘They couldn’t believe that it was still raining, after 3 
days’. 

We tend to be sceptical of the ability of others to trick us. Even more sceptical of the power of our own minds to trick 
us. And even more sceptical of the mere POSSIBILITY that a conspiracy that necessarily involved the active participation of 
hundreds of people, and the passive participation of thousands, could succeed. Surely SOMEONE would ‘blow the 
whistle?’ Right? But would YOU blow the whistle, and risk everything? Do you think such whistle-blowers are 
REWARDED? Do YOU known ANYONE who EVER stood up against authority? Against an organisation? Against a 
government? To defend a victim? Even of simple work-place mobbing and victimisation? | have experienced that last 
many times. Each time people came up to me in private and expressed their sympathy, as they assumed ‘I of course 
understand that they couldn’t possible risk THEIR job standing up for ME!’ These same people will later deny the 
possibility of ‘conspiracies’ by assuming ‘SOMEONE would SURELY blow the whistle on it!’ These very same people who 
failed to take the relatively MINOR risks associated with blowing the whistle on MY victimisers. My bosses. People in 
authority. 

The most ‘hawk-eyed’ and ‘Rabbit-eared’ of us, trained and vigilant in our observations, will fail to ‘see’ things 
happening right before our eyes. It is not a matter of ability or self-discipline. Often someone has to point out things, 
before we can SEE them. Things that were, all this time, right in front of us. 

Consider your favorite pop songs. And the lyrics YOU sang along to. Until you stumbled upon the ACTUAL lyrics on 
YouTube. And realised that, all these decades, you had been HEARING the wrong lyrics. Only NOW that you have READ 
the actual lyrics can you HEAR these actual lyrics, when you hear that song again. 

Confidence can be our downfall, when it comes to observation, and learning. Being confident ‘we already know’ 
something. Or accepting the confident utterance of some ‘authority’ that ‘Almost everyone knows X’, merely on hearsay. 
It doesn’t matter how many people have been saying something, or for how long. How ‘traditional’ it is to believe it. How 
many billions of people, we are told, have believed it. No matter how many millennia, we are given to believe, people 
have been believing it. It is still just hearsay, until we can gather sensory impressions to back it up. 

Hearsay exists at the highest levels of abstractions. It should never be ‘assumed’ to be ‘true’. Not based on ‘the weight 
of numbers’ or the ‘weight of public opinion’ or the ‘respected’ ‘authority’ of the speaker, who is merely repeating, 
SAYING, something THEY themselves merely HEARD, from someone else, in over 99% of cases. 


That that hearsay was written down, ‘in a book’, should not make it any more compelling. For the most absurd of lies 
have been written down, ‘in books’, and repeated by millions, for thousands of years, and believed by millions, and 
accepted as ‘incontrovertible’ and ‘self-evident’ truths. 

We must remain at the lowest levels of abstraction. That of sensory impressions. Concrete experience. Untainted by 
clever manipulation of those perceptions, by Neuro-Linguistic-Programmers, impression engineers, people whose 
profession it is to “construct and maintain myths’. Such as the chief author of the ‘official’ report on 911, whose Doctoral 
thesis WAS on just THAT subject. The construction and maintenance of myths. Like the official ‘911’ myth. Or that of ‘The 
Holocaust’. Or any other religions dogma that forms and expands upon the canon of The Cult of Judah. 

Skepticism is THE basis of scientific method. To doubt. And REVISIONISM is THE basis of all technological, social, and 
scientific PROGRESS. Revising what we thought we ‘knew’. Updating our ‘knowledge’. Questioning all our assumptions 
about what we can know, and how we can know it. Reflecting, critically, on everything we THINK we ALREADY ‘know’. 

So when such Skepticism and revisionism is made a crime, we know we are living under an Inquisition. That we are 
ruled by Cult of Judah Operatives. That our nation has been occupied. And it is time to oust the tyrants once more. Those 
pretending to be representing the will of the people. Who are merely representing the goals and ambitions of the Cult of 
Judah. 

We must be eternally vigilant. We are NOT as clever as we believe. Our memories are faulty. And poor. We need to 
discipline our minds. Focus our attention. Ask ourselves ‘what question have | NOT asked?’ What ASSUMPTIONS have | 
been making? 

We FAIL to notice huge amounts of data, because our minds cannot handle much data at all. Our minds operate to 
filter out MOST of the data. To attend to a very small amount of the data around us. To prevent our weak CPU’s from 
overloading and crashing. 

Data already in our short-term memory must be allowed to fade, to make place for new data. So even though we SEE 
and HEAR the ‘clairvoyant’ actually soliciting, and GETTING, a whole lot of personal information from their ‘client’ at the 
start of a documentary, because there is so much NEW information in the documentary we are TRYING to attend to, and 
process, we soon exceed our 7 to 9 pieces of NEW information limit. And the MEMORY of those ‘solicitations of personal 
information’ is pushed out to make way for new information. Hence the ‘small talk’ associated with magic tricks and 
‘mind readers’. The distractions that ensure that, by the time the ‘mind reader’ gets around to simply repeating what the 
client told them earlier in their interaction, the client, and even the observers closing attending and hoping to ‘trip up’ the 
‘mind reader’ and ‘see through their scam’, has FORGOTTEN it ever happened. And so they are AMAZED at how much the 
‘mind reader’ is able to ‘read’ from their client, who is, as far as we can RECALL, a total STRANGER to them! 

Do NOT underestimate what a trained and experienced Neuro-Linguistic-Programmer, Impression Engineer, Public 
Opinion Manufacturer, Social Reality Producer, or similar scam artist, ‘mind reader’, ‘clairvoyant’, ‘crystal ball gazer’, con- 
artist, Politician, PR expert, Advertising professional, or ‘Priest’, can get away with. How easily it is to ‘pull the wool over 
our eyes’. | didn’t come to my awareness quickly or easily. I’ve had to train as a philosopher for decades. And | had great 
minds ‘pointing things out’ that became obvious ONLY in hindsight. HINDSIGHT is 20-20 vision. The ONLY 20-20 vision. 
Only AFTER someone has already POINTED OUT something, can we SEE it. Only after WE have invested a LOT of time and 
attention in SEEING something, do we suddenly SEE it. That ‘Eureka’ moment. After which experience we are astounded 
at how much we had MISSED. NOT seen. That was ‘right in front of our eyes’. Right ‘under our noses’. 

The moment we rewind the documentary, and are FORCED to RE-watch the original interactions between ‘mind- 
reader’ and ‘client’, we gasp ‘How on earth could | have MISSED that’? 

But we are RARELY forced or otherwise compelled to do this. To ‘go back’. To REALLY look at something. By a 
Professor we think has lost their marbles. Or by some ‘tin-foil hat conspiracy theory nutter’. Or some other ‘heretic’ or 
‘apostate’ ‘whistle blower’. 

And most ‘Eureka’ moments came after excruciatingly LONG periods of critical reasoning and observation. In fact most 
‘discoverers’ had pretty much given up, as hopeless, their attempt to ‘understand’ something. Then, while doing 
something completely unrelated to their research, their minds on totally unrelated subjects, they ‘stumbled’ into and 
upon the INSIGHTS that made them famous. Or infamous. That led to lives of luxury, or cruel, violent, drawn-out, painful, 
deaths. They suddenly REALISED something. Something CAME TO THEM. They suddenly SAW something they had been 
missing. Their consciousness was expanded. 

Of course AFTER the fact, it seemed OBVIOUS. Though no-one ELSE, up to this point, had SEEN it. Or if they had, they 
are kept silent about it. For various reasons. To profit from keeping it ‘esoteric’ and ‘secret’, and thus maintain a 
monopoly on the ‘knowledge’ and the benefits it offered. Or to avoid whatever ‘INQUISITION’ was in operation in their 
day. To avoid being brutally, cruelly, tortured to death, for challenging some orthodoxy. Some dogma. Some hegemonic 
article of faith. That brought the current hegemonic beneficiary classes their power, prestige, status, wealth, and other 
‘benefits’. Cui Bono indeed! 

Having stumbled upon such insights myself occasionally, | can attest to how ‘frustrating’ it is that people won’t even 
give credit where credit is due. Because once, after great struggle, effort, sacrifice, and risk, you EXPOSE something NEW, 
it can go one of two ways. Either it appears so obvious and self-evident that no-one values it AS a ‘discovery’. ‘Oh, that 
was obvious. THAT was no ‘discovery’. No GENIUS in THAT. You are just stating the OBVIOUS’. OR it is so challenging a 
fact to incorporate into their existing noetic structure, their current belief SYSTEMS, that they simple can not PROCESS it. 
For to PROCESS it would require them to totally restructure their entire belief system. To abandon so many beliefs that 


SEEM valuable and even ESSENTIAL. To perhaps give up certain benefits that the old beliefs ENTITLED them to. To LOSE 
beliefs that were comforting. Or ego-massaging. Crutches. Which when removed, would send their whole belief systems 
crashing down. And thus potentially threatening to send their whole WORLD crashing down. And so the new piece of 
information is simply DENIED. Refused. Rejected. Dismissed. Ignored. Censored. And the ‘messenger’ defined as ‘insane’ 
or ‘malicious’, to discredit them, and thus make it easier to dismiss their message. The new truth. As a lie. Asa 
fabrication. Conceived in malice. The product of a sick and evil mind. And thus unworthy even of CONSIDERATION. Let 
alone acceptance. Let alone the TRIGGER for a revolution in thinking. In values. In social organisation. 

Keep all this in mind when preparing learning materials. Limit yourself to 7 NEW items of information. Make sure the 
learner can easily access all the previous NEW information with the click of a link, to REFRESH their memory of it. And 
break down larger lessons into smaller modules. Try to find some MEANINGFUL ‘chunk’ you can teach. So they can DO 
something at the end of each lesson WITH what they have learned. So they have REALLY learned something. Activating 
their muscle memories. Providing as many ‘touchstones’ in as many ‘representation systems’ as possible, for later recall. 

Then combine the modules into a project that uses all these new skills. To PRACTISE them immediately. And allow 
them to see what they HAVE learned, and what they need to go back and re-learn. 

Remember to start teach ‘project module’ with a ‘fast forward’ showing what they are GOING to be learning how to 
do. Simply the lessons played at a fast speed, with any ‘digressions’ edited out. Like watching a video of a building being 
erected. To motivate the learner. To show them the VALUE of what they are about to learn. And to let THEM decide if 
they really WANT to learn this, now. Or maybe learn something ELSE that they can put into practise immediately, for their 
own current project. 

Most people do NOT need to ‘know how to do everything’. That is a luxury most people cannot afford. And attempting 
it is climbing a very steep hill, with very high marginal costs, and very low marginal returns. So work out which skills offer 
the best ‘bang for their buck’. Which new information will provide the greatest marginal return, for the lowest marginal 
cost. 

That said, some fundamentals MUST be mastered. And these are often the most ‘boring’ and ‘tedious’ to learn. So find 
exercises and mini-projects that make them immediately rewarding. This might mean moving between the ‘shallow’ end 
of the pool and the ‘deep’ end, even for lessons targeting beginners. Simply to offer some meaningful context for the 
lesson, and some immediate gratification. 

| had to learn digital audio workstation software from a textbook. Starting at page one, and going through the 
chapters. Without any help from anyone. And it took a lot of time and | had to endure a lot of frustration. Sadly most 
teaching materials designers don’t feel obliged to offer much more than this sort of textbook approach. 

What I plan on doing is taking all the reference lessons | have written up for myself, and starting my own video 
projects. And then explaining every step | took to produce the final product. So my After Effects materials will come last in 
this guide. After the basic theory that I will be using After Effects to apply. 


While governments love throwing the hard earned tax payers’ money at formal training courses for unemployed 
people, and so on, where very little is learned, and the only real ‘winners’ are the bureaucrats who get paid to ‘pretend to 
be doing something’ and the course providers who get paid to ‘pretend they are teaching something useful and practical 
that will help the students find productive employment’, MOST people can NOT afford to attend formal training courses. 

In any case, many do not thrive in that sort of environment. They find the on-line courses too badly conceptualized, 
too poorly designed, too badly presented, and even worse, only vaguely supported by any real HUMAN interaction from 
teachers and tutors. I’ve attempted to complete courses where you had to wait days for any response to any query. From 
tutors who are overworked, and often not trained in teaching at all. People who can DO, but not TEACH. Often those who 
CAN do, the best, make the WORST teachers. THEY originally found things too ‘intuitive’ to have to ever explain it to 
THEMSELVES, let alone someone without their natural gifts and talents. Or they did ‘learn things the HARD way’, but have 
completely forgotten all the confusion, misunderstandings, and so on, that made that process so frustrating and such a 
negative experience at times. Now if they could only remember what NOT to do, which mistakes of their OWN teachers 
NOT to repeat, they might stand a chance. 

When | finally got feedback, | was asked what | did. | mentioned writing. ‘Ah, that’s the problem, you need things 
EXPLAINED IN WORDS!’ As if THAT was something they had NOT foreseen. Anticipated. Adapted to. And prepared for. As 
if you would not take it as a given that at least some of your student’s might require EXPLANATIONS of things, rather than 
just being told what they are to memorise for the online tests. Which you had to pass to proceed further. And for me, 
bore no relationship to the content of the course. So | had no idea what was going on in the heads of the course 
designers. | am too conscientious to continue along a path that held no chance of success, so | pulled out of the course. 
Doing so actually reduced the benefit | would receive. | have no idea if the government continued paying the fees, or 
even paid for that month. The conditions stated that you could pull out WITHIN the first month, and get a full refund. But 
like many people who’ve attempted to gain such refunds AFTER they’d paid up front, | bet the government were not 
repaid. | bet they didn’t even try to recoup the money from the course. While they DID make every effort to force ME to 
pay them back, and return the laptop I’d gotten to DO the course. Mind you, this is after another course provider 
blacklisted me, after | made a few subtle complaints about THEIR course, after having almost finished it. | went to court. 
Of course | got no justice. 

But back to putting yourself in the position of the teachers. Think about how frustrating it is, when you can do stuff, 


quickly, effortlessly, and masterfully, and then are forced to suddenly explain every ‘baby step’ imaginable in the process 
you are performing. When you can DO, it is almost unbearable to be forced to slow down and CONSCIOUSLY go through 
EVERY step in a process, in order to be ABLE to explain it. Though this is a different audience, who are hearing it FOR THE 
FIRST TIME, for the teacher, it is the UPTEENTH time. Often the person who can DO something, could not even 
consciously identify WHAT they are doing at any point in a process. And certainly NOT in the MOST logical and coherent 
way. Not in the optimal way for LEARNING it. 

When you can DO something effortlessly, your fingers move by themselves half the time. You are not conscious of the 
order of actions. Often you are not even conscious of the actions you perform. They’ve become muscle memory. Ever 
tried to teach kindergarten? Or say you are a talented dancer, ever tried to teach some old fogey with no moves, and no 
rhythm? Frustrating. Most ‘masters’ thus would have brain embolisms, strokes, heart attacks, if forced to even TRY to 
‘slow down and explain EVERYTHING’. Those who can, DO. But often they can NOT teach. 

Most ‘masters’ will also have their own 'ways' of doing things, and are usually NOT interested in learning ‘alternative’ 
ways of doing them. Even | hate going back to my own reference books and re-writing something that was already 
adequate, but not OPTIMAL. Where | had explained ONE way to do something, and then had stumbled upon OTHER ways 
to do the same thing which might not even have been better, but which offered learners who might not be able to ‘grok’ 
that one way, alternative ways of understanding and doing something. Using different representation systems. Different 
analogies. Different ways of approaching the topic. 

Often a ‘master’ does things the ‘worst possible way’, in many ways. But because they can do it without thinking, fast, 
and easy, they never bother learning the more ‘optimal’ ways. Like learning to touch type with that slow old ‘QWERTY’ 
keyboard which was actually designed to SLOW DOWN typists, so the keys of mechanical typewriters would have time to 
‘strike’ and ‘rebound’ before the next key COULD be struck, and so prevent ‘jamming’ of the keys. | have NOT yet seena 
generic computer keyboard that did NOT use the QWERTY keyboard system, even though it is sub-optimal. First it was 
because most people using computer keyboards had learned to type on mechanical typewriters, and were fast touch 
typists, and they didn’t want to have to ‘slow down’ again to ‘re-learn’ how to touch type, by ‘muscle memorizing’ the 
NEW letter and character positions on the keyboard. Then the QWERTY keyboards became ‘conventional’ and ‘standard’, 
thanks to these people. And software programmers wrote ‘Learn how to touch-type’ programs for the outdated, slow, 
QWERTY system. 

Now the Norwegians apparently managed to switch over from driving on the left side to the ride (or was it the other 
way around?), in one day. Anyone who has tried this will be aware that it is not easy. You really have to concentrate and 
think, rather than rely on ‘muscle memory’, which will leave you waiting at the traffic lights on the wrong side of the road, 
or driving down the wrong side of the road, before your conscious mind kicks in and says, “Whooahhhh’ hold on their 
buddy, let’s take a moment to work out what we are doing here! 

Given that soon voice recognition software might make typing itself obsolete, this little digression may itself soon 
become meaningless to readers. 

And then software will adopt the same approach, and we’ll be telling our music and video software ‘Add -6dB of 
compression to the Bass Track’ or ‘Add a bit more warmth to that clip with color correction or balance’, and the software 
will actually do all the work for us. Like auto-driving cars making it irrelevant which side of the road we need to drive on. 
There won't be a steering wheel at all. Today, with electronic steering systems, and automatic gear boxes, you could 
move the steering wheel to either side. But then, like me, you’d still be hitting your elbow on the door panel, as you, 
automatically, reach for the gear stick, which is on the OTHER side of you now. 

The Cult of Judah have long ago taken on most of the functions of our conscious, critical, mind, by simply telling us 
what to think, and to feel confident in ‘knowing’ things, based purely on hear-say. Most of us didn’t need much ‘dumbing- 
down’, but they applied that ‘one size fits all’, like applying compression without the ‘make-up gain’. And then, to ensure 
the brighter minds, those ‘transient’s that can’t be controlled that way, were ‘pacified’, they trained us all in the correct 
‘virtue signals’ so that the few who WERE conscious of the discrepancies between ‘the official narratives’ of ‘social 
reality’, and ‘the facts’, would know when they should ‘self-censor’ and ‘keep their mouths shut’ and their ‘more 
advanced and informed opinions to themselves’. 

Back to finding a teacher, or learning materials. Most who can DO, either can’t teach, or won’t teach. Simply because 
it would be too frustrating for them, take a huge amount of work to learn how to do well, and they are most likely able to 
earn much more, taking the easy road, of continuing to earn their living doing what they DO, as their profession. Rather 
than teachings OTHERS how to do it. So we’d be left with those who can NOT really do their job THAT well. Those who 
couldn’t get jobs in their chosen profession, adopting the ‘fallback’ profession of teaching. Pretty much the ‘lowest’ status 
profession there is. And the worst paid. Teaching. So we are going to get teachers that couldn’t quite ‘make the grade’, 
pretending to teach as ‘masters’. 

But what if there was a person who began learning, FROM SCRATCH, a subject totally NEW to THEM. Who was 
extremely ambitious to GROK what they were doing. Fully. One who was NOT perhaps the most ‘gifted’ of students. NOT 
the ‘natural’. Who did NOT find things ‘self-evident’ and ‘intuitive’? You know, that student in your class who was always 
ASKING QUESTIONS when everyone else was pretending to already ‘grok’ it, and just wanted to move on, or get home, or 
get to lunch? That irritating person who didn’t ‘get it’. Who appeared stupid? A nuisance. Who people threw stuff at. 
Who everyone assumed was going to fail. But then somehow proved to be the BEST student, at the end? The one who 
topped their classes. The one who won the prizes. The one who produced the best final results! 


What if that person suffered some ‘Teague’s Bridle’ which prevented them ever succeeding ‘in the real world’. So they 
found themselves free to learn everything they’d ever wanted to learn. And had stumbled upon free internet access, and 
YouTube, and Pirate Bay, and torrents, and so had access to almost unlimited learning materials and options? And what if 
that person was interested in music and film. In film writing. In recording and mixing. And finally had found themselves 
with dozens of complete songs, but no-one willing to work with them, because of that ‘Teague’s Bridle’. Maybe they were 
some sort of horrendous monster, you know, a VEGAN philosopher with PRINCIPLES and HIGHER REASON and thus 
HIGHER ETHICS. THAT sort of monster, that no-one can bear to be around, and just want to stone to death! 

What if THEY were probably the FIRST writer to USE the pronoun ‘They’, to replace ‘He’ and ‘She’! Finding it logical. 
Partly as a rejection of the silly ‘Sie-tzen’ and ‘Du-tzen’, and ‘Gender’ specific grammar in German and other European 
languages. But also after having been trained NOT to say ‘you’s’, and then finding that same term in MANY old books? 

And so that person, the one you’d have thrown stuff at in lectures, found themselves able and desperate to learn 
everything about film making. From scripts, to Screenplays, to camera techniques, editing, and ‘After Effects’, so that they 
could somehow make their OWN films. Starting with music videos. 

Well | am that monster. Behold me in my awful glory. And this ‘guide’ is the reference | am writing for myself. And 
conscientious as | am, for anyone, like me, without the luxury of a wasteful bureaucracy spending ‘other people’s money’, 
or a ‘trust fund’ to pay for film school. Or without the endless hours of time, and patience, required to teach themselves 
the way | have. The frustration was great. Often | could only bare a few minutes of some tutorial, because it was so 
complex and messy and disorganized, and constantly missed steps | only later could add myself, from other learning 
materials, or my own ‘hit and miss’, ‘trial and error’ attempts to do stuff. Often, as during my formal studies, | failed to 
‘grok’ and ‘get it’ until the very last moment, when pieces seemed to ‘fall into place’ and ‘make sense’. Finally. 

So right now | am still in the first stages of ‘crystalizing’ and ‘testing’ what | have managed to ‘glean’ from a host of 
sources. To see what | have. What | still need to find. Which holes | need to fill still. Which gaps | need to ‘span’. Then | 
will ‘test’ what | ‘think’ | have learned, to see if it works. Following my own instructions, word for word. To make sure 
anyone can follow them, and get the same result. To make sure | have not assumed | have written anything | actually 
haven’t. 

| am still finding the OPTIMAL way to PRESENT a set of steps. Such as providing a screen shot with notes on it. Then 
copies of the same screen-shot ZOOMED IN with additional notes, to further clarify. 

One of the biggest frustrations is ‘cueing’ stuff in a video. Finding the place where something was said or done. To 
watch it again. And again. And again. So having actual written notes, for people like me, is key to the success of this 
project and enterprise. Notes that can be followed. Written representations. Along with the most carefully arranged 
‘screen shots’ with further notes explaining the steps, in order, and what was done, when. Visual representations to 
complement the written/verbal ones. And to replace them for people who simply can’t work with simpler verbal/written 
descriptions, and need to ‘see’ what they need to do. 

I’d also include the actual exercises | was describing, as project files. So the learner could follow my description, and 
refer to the screenshots, WITH the actual completed project files to refer to. Projects, with all the files, that you can 
open, and delve into, and replicate. To get the hang of things. Where each part of the lesson deals with the same project. 
Explaining WHAT needs to be done, and hopefully WHY. So you CAN DO IT by following the lesson. With the least amount 
of frustration possible. And with an eye to minimising this frustration. By ANTICIPATING misunderstandings, and pitfalls, 
and confusion. And thus AVOIDING them. When I have done my job right, you will never be able to imagine how much 
frustration | have SAVED you. You will just take it for granted that ‘this shit is really simple and easy to learn’. 

And there’s the rub. Lots of ‘specialists’ WANT to be given credit for what they have done. They WANT to be admired 
and appreciated. Along with their skills. They do not WANT it to ‘look easy’. They cherish their ‘status’ as ‘in the know’. 
They learned the HARD way. The long and frustrating way. And often they do NOT really want to make it easy for YOU. 
They resent people like me, who take all their ‘specialist’ ‘high status’ knowledge and make it accessible to everyone. Easy 
to understand and learn. Easy to do. 

If your source of status, prestige, wealth, income, and self-esteem come from ‘knowing something other’s don’t know, 
and want to know’, you are going to be extremely parsimonious with sharing this knowledge. And the HARDER you can 
make it to acquire, the better for YOU. Because then your students will VALUE it more. And value YOU more. You will 
GAIN prestige and status. And your students, who had to sacrifice and endure so much, and PAY so much, in money, time, 
and frustration, are going to be loath to SHARE what THEY have learned from YOU, with others. So YOU will be 
guaranteed employment, and high status, and prestige, until someone like me comes along, and learns and shares what 
YOU guard like a Dragon guarding the virgin and treasure, with everyone, for almost nothing. Even for free. Because they 
are a FOOL, you might say? 

But hey guys, in the end, it is NOT the mere ‘technique’ that will determine who ‘wins the Oscar’. It is how ‘on 
message’ your film is, Vis a Vis the Cult of Judah’s propaganda. And it is talent. And hard work. Long grueling, creative, 
artistic work. And THAT is something you can NOT simply teach. Though you CAN ‘model’ the behaviors of the most 
creative, artistic, successful film makers, song writers, designers, writers, statesmen, parents, athletes, teachers, and so 
on, in the end it is up to the person to APPLY all that. To apply THEMSELVES to their creative tasks. Which most people 
won’t do. Because it is HARD WORK. It takes sacrifice. You have to take RISKS. You have to invest time and energy and 
focus. For long periods of time with zero rewards. Often with nothing but NEGATIVE feedback and hostility from others. 
Facing constant defeats and FAILURES. Losing most battles. Before you finally win the ‘war’. 


And if you are one of those ‘stakeholders’, don’t fear. For without a marketing budget, very few people will ever 
stumble upon MY ‘Guides’. So the ‘Dragons’ of the ‘Teaching INDUSTRY’ will be get to continue their ‘same old, same old’ 
for as long as they like. Wasting the precious time and money of students, parents, and tax payers, as they ‘pretend to 
teach ‘while their students ‘pretend to learn’. And a few ‘greats’ learn DESPITE this, and manage to ‘DO’ as well. But THEY 
don’t have my ‘Teague’s Bridle’. THEY will be too busy enjoying the fruits, the pleasures and reliefs and securities, of their 
‘knowledge’, to even ever think about ‘sharing’ it. And most of THESE people are ‘naturals’ who probably would not, 
under any sort of pressure or incentive, be ABLE to EXPLAIN IN WORDS exactly WHAT they do. They can DO. They can’t 
TEACH. 

| am trying to do both. The world can stop me ‘doing’ in many ways. And it HAS stopped me ‘teaching’ many things, by 
banning many of my books. I’ve also been blacklisted from teaching. And from any Australian Government employment. 
So it may stop me doing both. But remember, that as with all my other ‘Guides’, THIS guide was written and conceived, 
first of all, as a reference for myself. That ‘worst student’ who is thus, under the right conditions, the most likely to 
become the ‘BEST TEACHER’. Because they are lousy at learning. But committed TO learning. And so DO learn. After 
having suffered all of the confusions and misunderstandings and ‘blank looks’ that ANY student is EVER likely to 
experience, when THEY attempt to learn the same materials. Do you GROK? 


Markus Rehbach 
In exile in Estonia 


Currently in a state of Emergency with the fake ‘Corona virus’ scare 
This day, March 31, in the Year of our Cult of Judah Occupation, 2020 
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Virtual Cameras in AE 
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Click and drag on 
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to steepen/flatten curves 
Keframe 


Interpolation 
dialog lets you 
change settings later 


RHMC on keyframe to open KF interpolation dialog 
RHMC on keyframe and chose ‘Rove Around Time’ to ensure all transitions are smooth, like flying plane 
around text You then click on last keyframe and move it Lor R to speed up or slow down sequence 
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Sem 'New' > ‘Camera’ Opens ‘Camera Settings’ dialog 
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Here are THREE layers, one for 
each word, and a Camera Null 
above them as marked by red 
square below left in layers panel 


ea RHMC on keyframe to 
smooth out changes 
mg with'Rove Across Time’ 
after ‘easy easing’ in sure ‘clock’ is litup, so AE automatically adds 
and out of frames keyframes each time you move to a new position on 
= the timeline AND make a change...BUT If YOU make 
put camera in starting position, manuall add a no change e.g at START of sequence, YOU have to __ 
keyframe with blue diamond, then move forward in click'blue diamond icon’ to add a keyframe at START | 
timeline, THEN make changes e.g end point THEN you can change speed of change by moving keyframe 


As we-rotate around text the 'motion’ 1 
orginally at side now moves ‘behind’ 
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Parent camera to ‘null layer and use ‘rotation’ of Shift+CTRL+Z opens 
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Correcting footage in AE for color, contrast and color 
design 


Color correction then Color Grading 


Grading has big impact on 'tone' and 'feel' of film. Color Correction more technical process of balancing and matching 
Vs grading more artistic / creative. Ideally will have lit scene with this in mind, so you are enhancing/perfecting rather 
than 'fixing' it in post. 

Grading in AE. Primary / Color correction. Unsharp Mask effect great to add contrast to make picture look sharper. In 
example in video made HUGE positive impact on 'foggy' footage with almost no depth of field/contrast, by adding an 
‘Adjustment layer’ and renaming it 'Sharpen', on which added two instances of 'Unsharp Mask’ effect. Set first instance of 
‘Unsharp Mask’ 'Amount' to value of '19', and set value of 'Radius' to '166', then in second instance of 'Unsharp Mask' set 
‘Amount' value to '39' and ‘Radius’ value to '8'... then add another Adjustment layer and rename it 'Grade’... add 
'Gamma/Pedestal/Gain' effect to this layer... 'Black Stretch' softens shadows...'Gamma' refers to shadow area...have Red, 
Green, and Blue Gamma for precise control... 'Pedestal' is mid-tones/overall tones of image...'Gain' impacts 
highlights...Add 'Curves' effect... TRHC of 'curve' is 'highlights', Middle of 'curve' is mids, and BLHC of 'curve' is 
Shadows...moving 'curve' up to left ‘lightens' and moving 'curve' down to right 'darkens'...can do this for RGB combined, 
and/or for R, G, and B, separately, for more precision... Add 'Levels' effect...the top left triangle on slider is for 'shadows', 
the middle slider is for 'mids', and the right hand triangle is for 'highlights'...Click+Drag on triangle to move it left or right 
along continuum/slider...dragging LHS triangle for 'shadows' will 'darken' them...dragging RHS triangle left, will ‘lighten’ 
the highlights...below the histogram slider with colors, is a black-to-white continuum slider, and dragging LHS (black) 
triangle right will ‘lighten' the shadows, and dragging the RHS (white) triangle left, will ‘darken’ the highlights...use this 
slider to adjust each R G B channel independently, by selecting it using the ‘Channel: ' mask above the histogram...Add 
‘Hue & Saturation’ to adjust 'Saturation' a bit...Add another instance of 'Curves' to fine-tune any particular colors...Add 
another instance of 'Levels' to again increase the contrast...N.B: order of use of fx is important...Can use 'Tint' to make 
clip black and white, and use the 'Amount' to reduce or increase saturation/contrast a bit again...final step can be adding 
a 'Vignette' to draw attention towards your subject/object, by adding a new black solid, adding mask around focal point 
e.g subject/object of interest, and feathering it, and setting 'Blending Mode' to 'Soft Light' and reducing Opacity to 50%... 
so it is top layer, visible mostly only around the edges...but it makes the subject really stand out... 


Adding Adjustment layers for each different color correction you use is common, so you end up with a sequence of 
Adjustment layers, each working with either a different clip / shot of the one sequence, or adding a different effect to 
each individual shot in clip at , or different effects at different times, to get the look required...so end up with lots of 
Adjustment layers just for color correction...Vignettes on separate layers too, to smudge edges in cascade... 


BRIGHTNESS AND CONTRAST 


Go to 'Effect' > 'Color Correction’ > ‘Brightness & Contrast'...has 'Brightness' and 'Contrast' options... 


LOOKS 


Looks is an effect with lots of presets to choose from, the equivalent of EQ presets for audio...try using as transparent 
overlay on top of original, at low opacity... 


LUMETRI COLOR CORRECTION IN AE 


N.B need to learn to calibrate monitor, and use scopes and graphs, to become pro at this 


go to 'Effect' > ‘Color Correction’ > 'Lumetri Color’... Go to TLHC fx panel and open up ‘Basic Correction’ options, which 
includes LUT (no idea yet what that is, but lots of references to it in context of color grading / correction)...LUT's can be 
imported, so | guess they are what 'impulses' are to reverb?...but set to 'None' default for now... NOW we can easily 
adjust ‘Temperature’, ‘Exposure’, 'Contrast', 'Highlights', 'Blacks' etc i.e can really balance image... NOW under 'Look' can 
try out presets...'Sharpen’, 'Vibrance’... 


Now to keep all the changes you have made to the layer, but to play with it even more, add new Adjustment 
Layer...add Lumetri to it...then check box for 'High Dynamic Range'’...toggle back to 'Project' Tab for fx/Project Panel, so 
you, at BLHC, set bitdepth to '32 bits per channel float’, in 'Project Settings’, 'Depth' mask, in middle of dialog...open 
dialog by clicking on '4bpc' at bottom of Project/fx Panel...click 'OK' to apply change...lose a few options after this (why 
we are doing this on adjustment layer and not original layer)...Can now add depth, contrast, highlights etc...Open up 
‘Color Wheel’ options in fx Panel...experiment with sliders and by click+drag radius of color wheels... 


NOW open up 'HSL Secondary’ Options...where 'Key' options can be opened up...so we hve 3 sliders...here can click on 
a colored circle, then 'Show Mask’ to select all pixels in this color range...drag top of top slider in, to select fewer or more 
pixels i.e extend or shrink the range ... so can see what you've selected, before using 'Correction' wheel on that color... 


Use 'Vignette' to add softer edges etc... 
Curves ... RGB Curves...'S' curves common to feature film cinematography / color grading / correcting... 


need creative brief to be great colorist...get 'reference shot' like hearing music they want it to sound like, need to 
know how they want it to look...similar films, clips, images that 'look' how they want their film to look... 


Consider adding reverse-forward-reverse bits, speed ramps, adding depth of field (making some bits out of focus), 
adding shaped lights, spot-lights, or shafts of light, bringing out particular details, adding flicker, or noise to footage, to 
make it more interesting ... often if everything in focus and clear, comes across as boring, not ‘cinematic’... 


‘SELECTIVE COLOR' EFFECT in AE 


In AE 'Selective Color' effect often overlooked/not taken advantage of...can take each color and adjust it precisely... 


TINT 


Find 'Tint' in ‘effects and Presets’, and in fx Panel change 'white' color square to color your want, then change 
‘Amount' e.g to turn grey water blue...experiment with different colors 


CURVES 
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Add 'Curves' effect to increase contrast with S curve 
BLEND MODES 


If 'Modes' option not visible, select layer, and RHMC and choose 'Columns' > 'Modes' to show 'Blend Modes' on RHS of 
layers panel, then click on 'Normal' in 'Modes' mask, and try options like 'Soft Light’, or 'Overlay'...can improve mobile 
phone footage quickly and easily 


TRITONE 


Gives more control than 'Tint' effect...has 3 different color options...and 'Blend' option... then add 'Curves' and add 'S' 
curves, and see what works ... basically to make ocean look blue, sky look blue, etc, if lousy grey etc in footage... Often 
used to add ‘Sepia’ look i.e ‘ye oldee timee’ look... 


COLOR BALANCE 


gives much more control than Tritone, with more precise options...experiment...add contrast boost with 'Curves' fx 
after Color Balance, starting with simple 'S' curve, typical of professional film 


SHADOW HIGHLIGHT 


Can brighten clip, which can add noise, so don't go extreme 


BRIGHTNESS AND CONTRAST 


Another AE effect with just these two options 


CURVES 


N.B there are different 'Channels', you select by clicking on mask RHS of 'Channel: ', e.g Red, then edit curves for R,G,B. 
Alpha is another option (no idea what refers to, so try and see!) 
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Duplicate layer, and add two masks, 


give more 3-D effect to lighting effe s Í. 
'fx' on part of body, and another less dra 
and none on rest, then ‘feather masks 


® 


r 


Effect > Color Correction > Tint 


Change tint to blue, and reduce 
amount so it blends in, to give a Finally duplicate original, bring it to top of layers, and add a ‘Tint 


‘blue tint’ to your ‘night sky, then and 'Level' fx, to add more contrast, using ‘Level’ to make ‘whites’ 
adjust color curves for dramatic fx pure white and darks pure ‘black’ then on layer below, 


Change ‘Blend Mode oE ROA or'Screen’ change ‘Matte’ to ‘Luma Matte’ so ONLY white areas 
oe a ' get the 'glow' effect. . 


No Track Matte 


Alpha Matte "[Footage]" 
Alpha Inverted Matte "[Footage]” 
Luma M “te “[Footage] 


Luma Inverted Matte “[Footage]” 


DEPTH OF FIELD 


Often footage does NOT have much ‘depth of field'...so add effect >'Camera Lens Blur', and check 'repeat Edge Pixels 
and Use linear working...boxes... add a mask to the layer with this effect, so ONLY blurring out background, rather than 
subject/foreground...can animate mask so moves with subject...so focusses eye on what is in focus, i.e subject... 


GRAIN 


Grain another AE effect, can use as top layer...n.b CPU intensive, so has a 'previe box' you can move around...or 
choose 'Viewing Mode' 'Final Output’ and be patient...change 'Size’, 'Softness' etc...in ‘Animation’ can check 'Animate 
Smoothly'...will take ages to RENDER though i.e to see if improved etc 


VIGNETTE 


Add this last, as TOP layer, to blur around corners of frame, using 'Opacity' of layer to blend it well, for 'vintage’ look 
i.e like 'sunburst' in middle of frame... 


Vignette creates a 
‘focus’ for an image, by 
darkening the outside 
of the image, leaving 
the center relatively 


brighter, and drawing 
the eye to it 


‘Effect’ > 'Stylize’ > 'CC Vignette’ 


ADDING BARS TO TOP AND BOTTOM 


Can add New solid layer, as new top layer, color black, then resize just height (click on chain to break) to 80%, then 
change its Blend Mode to 'Stencil Alpha’, so now you have horizontal bars top and bottom 


TIP: increase Rendering speed by changing 'AVI' to 'Windows Media’ in 'Output Module Settings' dialog (open by 
clickin on 'Lossless' in Render Queue (Click in area under layers Panel, hit 'Ctrl+M' to open Render Queue)... 


Look for Da Vinci Resolve or Colorist etc torrents for color grading software 


Add new Adjustment layer for EACH effect...Ctrl+Alt+Y...and rename each layer... 


LEVELS PROBABLY BEST PLACE TO START 


'Levels' effect...use default RGB 'Channel'...histogram lets you be precise, rather than count on your monitor being 
well calibrated, and even trusting your eyes... go to 'Effect' > 'Color Correction’ > 'Levels'...remember monitors like 
headphones, and color correction like EQ...will look different on different monitors, so beware...and take care 'mix' on 
calibrated monitor... TWO elements of color correction...luma and color...luma is blacks:whites contrast...so drag top 
slider points in (there are THREE slider triangles along the histogram, for darks/shadows(left), gamma(middle) and 
highlights (right), just below histogram, ... and below this is another 'Output'slider that adjusts transparency of layer as a 
whole...so now have got 'Luma' settings right, time to deal with 'Colors'...the 3 'Primary' colors are red, blue, yellow. The 
3 'Secondary' colors are violet, green, and orange. the 3 'tertiary' colors are red-orange, red-violet, blue-violet, blue- 
green, yellow-green, and yellow-orange. A common color scheme is blue shadows, and yellow highlights. These are 
complementary. Go to 'Effect' > 'Color Correction’ > 'Curves'...noting that BRHC line is 'reset' button...and Channel: 'mask' 
lets you change between RGB, R, B, B, Alpha...dragging curve right/down darkens image, and dragging curves left/up 
brightens them...into total black or total white, if you go so far...can do RGB all at once, or do R, G, and B seperately...so 
to add blue, add 3 points to make various 'S' curves... N.B that adjusting ‘highlights’ can 'wash out’ image, while working 
with 'darks/shadows' is often first step... 


HUE/SATURATION 


Add these after Histogram...'Master Saturation’ -100 is black and white, +100 is really garish colors... 


‘Effect’ > ‘Color Correction’ > 'Hue Saturation’ 


PRIMARY vs SECONDARY COLOR CORRECTION 


Primary is for the total shot, while secondary could be to make a hat logo 'pop' etc, including CHANGING the color of 
any object, as follows: 


CHANGE TO COLOR 


Add adjustment layer, and draw a mask around object want to change color of e.g hat or jacket or shoes...so 
adjustment layer now working only on area inside this mask...use eyedropper from 'FROM' in fx Panel 'fx Change to Color' 
to take sample of the shoes/jacket/hat, and then click on 'To' color square to decide the color you want it to be changed 
to... can add another mask to same layer, and set to 'subtract' to remove areas inside the mask so they won't be affected 
by color change... 


CC Particle World ‘Fractal Noise’ for smoke, clouds, mist, foam, star fields, bubbles, 
waterfalls, shock-wave rings etc 
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@ AfterEffects File Edit Composition 
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* Basic 


Turbulent Smooth 
Turbulent Basic 
Turbulent Sharp 


Dynamic 
Dynamic Progressive 
Dynamic Twist 


Max 

Smeary 
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Can produce beer foam, star fields, rain, bubble-baths, bouncing balls, smoke, mist, steam, water falls etc 


Add 'CC Particle World’ fx to any 'Solid' Layer...it makes no difference what color that Layer is, as the 'Fractal Noise’ is 
always white particles on black background, by default...(BUT if you check the 'Invert' LHS box under 'Noise Type’ you can 
get what looks more like water from above i.e replaces black with white / reversing the color scheme )...and ‘Fractal Type' 
is 'Dynamic' by default, click on RHS down arrow to open sub-menu and experiment with options, and do same for 'Noise 
Type’...then to add motion with 'Evolution' keyframes...so can get ‘billowing’ clouds, and smoke, and bubbling 
bubbles...and 'Transform' keyframes ... add 'Complexity'... Add several masks within Layer, and feather them, to turn 
layer into 'puffy' goodness... 


N.B Fractal Noise itself is NOT by default transparent, so change 'Mode' to 'Screen' to make Fractal Noise Layer 
transparent i.e so now instead of black between white bits, you can have any other color of a new Solid layer you add 
beneath the Fractal Noise Layer... 


Click on 'Particle' angle to open up sub-menu and here set 'Particle Type’ (default is 'Line') to 'Lens Convex' by clicking on 
RHS down angle...so now have spheres...adjust ‘Birth Size' and 'Death Size' to adjust particle size...so you can have them 
shrink or expand, or stay same size throughout...as they ‘bubble out of spring’ in center of preview... Click on sub-menu 
angle LHS 'Physics' and set 'Velocity' to value of '0'...so now have a stream of spheres falling down as if from a single tap 
head...'Gravity' value seems to spread out the spheres further ... so now have tight shower head look...with Velocity 
equivalent of water pressure...and '0' meaning ‘gravity fed' i.e no water pressure...just water falling from bucket etc...if 
set 'Gravity' really low, don't get ‘water fall’ at all, just very tight area of moving spheres i.e no ‘fall’ as such...and if set 
value to NEGATIVE value, looks like comet tail ABOVE the source ... NOW go to 'Producer' and increase Radius X, Y, and Z, 
to extend spheres to fill the screen, up-down, left-right, front-rear... THEN go to 'Physics' and open sub-menu then open 
'Floor' sub-menu and set 'Floor Action' from default 'None' to 'Bounce'...adjust 'Floor Position’ to taste...Increase value for 
‘Longevity' so particles survive long enough to reach floor and bounce properly...in 'Extras' can change Camera rotations, 
distance, etc ...with 'Rotation Y' can rotate the entire 3D field around the Y/vertical axis...and animate this with 
keyframes...so have swirling body of spheres, tornado, whirlpool etc ... Try different ‘Blend Modes' for the Layer...add a 
'Glow' effect to Layer... 


Remember you can use 'Rotation' for Layer, to 'screw' your way through a starfield....which CC Starburst is often used 
for... 


USING TRACKER TO TRACK PARTICLES TO MOVING SUBJECT / OBJECT IN FOOTAGE 


Add footage and 'CC Particle World' effect to footage Layer, then with Layer selected, go to 'Tracker' RHS and click on 
‘Track Camera’ ...First blue ‘Analyzing in background (step 1 of 2)' will appear in preview, then orange ‘Solving 
Camera'...when finished tracking points will appear as lots of coloured 'x''s, which when hover mouse cursor over, 'target' 
will appear over...can select one or more track points...note the orientation of the target i.e it shows if target is parallel to 
surface or not...in this case we are going to track particles to the moving subject... 


MHR cool effect would be if it appears that drops of paint falling, and 'painting' subject from head to foot, leaving them 
‘soaked’ in color...but how? 


Add Duplicate layer then move it below original which has Particles flying around on it...and mask out subject (roughly 
with ellipse or precisely if want to) in this upper Layer with the particles, so now it will look as if particles falling / flying 
BEHIND subject...so flying particles will appear to disappear as 'pass behind’ subject...then reappear other side when 
reach other edge of mask...will need to keyframe ‘Mask Path’ i.e click on clock icon, then keep moving mask path position 
as subject moves... 


Light leak (flare, aurora borealis, lightning etc) effects with coloured fractal noise 


Add new e.g yellow solid, add 'Fractal Noise' effect...select 'Fractal Type’ 'Dynamic Progressive’ and 'Noise Type' 
‘spline’ and set 'Contrast' value to '250'...set ‘Brightness’ value to '-75'...open ‘Transform’ and set 'Scale' value to 
'1500'...set 'Complexity' value to '1' ... so now have a sort of radial mist/fog ... 'Alt+Click' on clock icon for 'Evolution' and 
replace default expression [effect("Fractal Noise")(24)] with 'wiggle(1,500)..so now have foggy/misty sort of aurora 
borealis or lightning or light flicker or light flare, or as we are calling it a ‘light leak'...which we can color any way we like, 
to suit how we are using it...Add 'Colorama’' effect to same layer, for complex color gradients...open 'Output Cycle’ and 
click on 'None' in 'Use Preset Palette' mask, and choose 'Fire’...[looks interesting, options like 'Solarize blue’ and 'Deep 
Ocean' and 'Leather' and 'Earthenware' and 'Fire and smoke’, so looks like this same, with different wiggle/animation 
would be great for adding fake smoke and explosions, and explosion 'shock waves' in dust etc...so play with]...a color 
wheel for 'Fire' preset opens up, with great 'fiery' colors...Add 'Hue and Saturation’ effect to same layer...to have ‘light 
leak' change color/evolve...click on LHS box for 'Colorize’, then 'Alt+Click' on 'clock' icon for 'Colorize Hue' and replace 
default expression [effect("Hue/Saturation")(7)] with wiggle(5,50) and change 'Colorize Saturation’ value to '80'...and 


play around with these settings until get what like... We can now animate the 'OpaciTy' of the Yellow Solid Layer (the 
layer we have been working on all this time) with a wiggle(5,50) by 'Alt+Click' on 'clock' icon for 'Opacity' and replace the 
default expression [tranform.opacity] with wiggle(5,50) ... so OpaciTy of yellow solid layer which is UPPERMOST in panel, 
ABOVE the image you are adding the ‘light leak' effect to, is animated / changing / transforming over time, and thus 
adding even more dynamism to effect and image...adding ‘flicker’, and finally allowing us to see image/s beneath the 
solid layer...now click on 'Toggle Switches/Modes' if don't have 'Mode' option, and change 'Mode' for layer to 'Screen' ... 
can duplicate layer and add more variety... 


Cross Curves 


Add transformation layer...to which we will apply all color grading...starting with 'cross process' to make footage look 
like treated with chemicals ...burned out...faded out... TINT effect de-saturates i.e removes color by degrees, until left 
with black and white image/footage if go all the way... we want merely to REDUCE the ‘Saturation’... so we add 'Tint' 
effect to transformation layer, and change 'Amount to Tint' value to '25'...Add 'Curves' Effect to add 'cross-process’...will 
take 2 color curves, add the typical slight 'S' shape to them, but in opposite directions, so when one curve going right and 
down, other going left and up, at either end of 'S'...Go to 'Channel' and click on RHS mask and choose 'Red' and add two 
points to Red Curve to create slight 'S' shape...then click on mask again and choose ‘Blue’, and this time add two points to 
create slight 'S' shape that points the opposite direction, so the two curves 'cross'...really just wavy curves, with Red 
swaying left to right, and Blue swaying right to left i.e so for Red, lower point added left, and upper point added right, and 
for Blue, lower point added right, and upper point added left...now blues dominate one channel and reds dominate the 
other channel...so colors ‘skewed’ and ‘un-natural’... 


Now add another instance of ‘Tint’ effect as ‘Post-tint’, to de-saturate after this color grading...set ‘Amount to Tint’ 
value to ‘25’ (same as first instance so could ‘Ctrl+C’ and ‘Ctrl+V’ to copy and paste original instance)... REMEMBER this 
just starting point for YOUR creative ‘hit and miss’ quest to ‘stumble upon’ (with ‘method in your madness’) the perfect 
‘look’ for your image/s and even film. Some will identify this ‘look’ as the ‘Instagram’ look. Now replace this second 
instance of ‘Tint’ effect with the ‘Tritone’ effect to add a more oldee-timee ‘Sepia’ look. 


‘Lo-Fi’ and ‘Film Burn’ effect (using the ‘Tint:Curves:Tint Sandwich’) 


Add a new solid, with ‘Gradient Ramp’ Effect...Drag/change ‘Start of Ramp’ and ‘End of Ramp’ points so ramp goes 
from bottom left hand corner up to top right hand corner and so forms a a diagonal...click on ‘Start Color’ square and 
change it to Redand click on ‘End Color’ square and change it to Yellow... NOW change ‘Mode’ of solid layer to ‘Add’...so 
that image below this layer now appears ‘burned out’...like a ‘film burn’...Changing ‘Mode’ to ‘Lighten’ or ‘Screen’ will give 
slightly different effects, so ‘try and see’...get more ‘washed /bleached - out’ look... Experiment with ‘Radial Ramp’ and 
‘Linear Ramp’... NOW if you add a ‘Glow’ effect to the layer, it will add ‘hot spots’ to further emphasize effect...Change 
‘Color B’ so both A and B are white, and change default ‘Glow Colors’ by clicking on default ‘Original Colors’ in mask RHS, 
and choosing ‘A&B Colors’...Then adjust ‘Glow Threshold’ until the ‘flash’ is positioned where you want it...so now you 
can animate this ‘Glow Threshold’ so that it looks like the image is ‘burned out’ from left to right, using the ‘clock’ icon 
and keyframes...like a flame moving across from bottom left to top right, burning out the film... BUT if you want even 
MORE hot-spots to play with i.e points from which ‘shit goes wrong’ and the film starts to burn outward, to destroy the 
image, replace ‘Gradient Ramp’ effect with ‘4-Color Gradient’ effect. Can set two Colors to yellow, and 2 Colors to Red, 
and have 4 points from which the ‘burn’ can begin...create globulous burnint patches, to emulate real chemical processes 
in real film...Can now add ‘wiggles’ to these 4 points, by ‘Alt+Clicking’ on ‘Point 1’ , ‘Point 2’ etc, and changing the default 
expression inthe timeline from effect(“4-Color Gradien”)(1) to wiggle(10, 1080) ... [meaning ten times a second, 

]... so now points moving all over the screen, emulating a real ‘chemical burn’ of real film... 


Use all these sorts of overlays to add interest to something that is just a bit boring, or to add a ‘signature’ look to all 
your JewTube videos, so that they are instantly recognizabe as ‘a YOU’, simply by their use of color and moving color. 
Which is what real film color design is all about, giving the entire film a ‘look’ that turns it from ‘film’ into ‘cinema’, along 


with all the other cinematic qualities such as sound design, cinematic photography, lighting design, make-up, costume 
design, hair, and the ‘tone’ of the script. 


Using audio to trigger transformations 


MHR ON VARIOUS GRAPHS 


Most of us only forced ourselves to deal with graphs as part of a compulsory course in statistics. They can be 
challenging to grok. Most graphs 'plot' changes in a value over time. With time, in seconds, along the horizontal / X axis. 
And the change being measured along the vertical / Y axis. The 'speed of change' will be thus visually represented by how 
steep or shallow the curves of the graph are. Steeper curves indicate a faster rate of change. Shallower/flatter curves 
indicate that less change is occuring over the amount / period of time. Falling off a cliff could be shown as a vertical line, 
IF the horizontal/X axis was measuring ‘lateral change in distance / position'. Because people tend to fall straight down. 
So no matter how fast they fell, they would cover no distance. Yes a Zen Koan. Couldn't help myself. And a tree falling in 
the forest, with nothing to hear it, makes no sound. But it may produce compression and expansion pressure waves in the 
air. Two different things. If no-one is there to see a tree fall? 


Transformations (animation) using LHS Layer Properties 


‘Resetting’ all properties back to their default settings 
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Film and video was shot as a series of images, shot at 24 frames per second, played back at same rate to give 
impression of motion... 


Attend to this, and avoid this common time-consuming and frustrating error 


'KEY' to process of Keyframing is to ensure you have first SELECTED A LAYER, then OPENED A PROPERTY for this Layer 
e.g ‘Position’, and then 'Clicked' on the 'clock' icon for that Property e.g 'Position' of the Layer you want to program / 
animate...when you do this, AE automatically adds a blue diamond / keyframe at the point in the timeline the CTI is 
located, and the blue diamond icon will be lit up 'blue’...Now you have Set a keyframe, you drag the CTI Forward or 
backwards to where you want the current animation, or stage in that animation, to finish, and Click+Drag IN THE 
PREVIEW on the object / text, and MOVE IT to a NEW POSITION, and AE automatically adds Keyframes for each frame 
between your first Keyframe / blue diamond, and where you released the mouse after 'Click+Drag' ing the object / text, 
IN THE PREVIEW...and ON the Preview you will see AE has automatically added control points joined by lines, that 
describe the moves YOU made, when you 'Click+Drag' the object / text in the Preview... (do this and explain it as precisely 
and clearly as possible as so important!) You can also 'Click' on the blue diamond icon, Far Left Hand Side of Layer Panel 
LHS, to manually add a keyframe, at the current position of the CTI / playback head...You can then 'Click+Drag' on the 
control points IN THE PREVIEW to move them, and thus CHANGE THE PATH...the 'Path' being the series of RED SQUARES 
a.k.a 'Control Points' and the lines between them, that have been added to the preview, and thus the keyframes...You 
can SEE the 'Path' you have drawn, for 'Position’...but other Properties like 'rotation' and scale' aren't as visually obvious 
in the Preview... N.B, if you move the CTI, then make ANY change in ‘Position’ by 'Click+Drag' IN THE PREVIEW, or by 
changing the VALUES of 'Position' in the Layer Panel LHS ('Click+Drag' on value slider' for 'Position' and the text/object will 
move in the Preview to these new co-ordinates), then AE will automatically add a new keyframe, at this point in the 
timeline, to reflect the change in ‘Position’ i.e the new co-ordinates will be 'programmed' and 'saved' ... now if you 'Scrub' 
the CTI forwards and backwards you can watch the text/object move in the the Preview, and the 'Values' for 'Position', 
the 'X-Y co-ordinates' change, AS the object/text moves in the Preview...and you have an idea of how ALL 'animations' 
work in AE...You can 'Click' on any keyrame and 'Click+Drag' it to a new position in the timeline, left or right, so the 
animation (or some part of it) starts or ends earlier or later, 'Delete' it by hitting 'Del' key on keyboard, or 'Ctrl+C' to Copy 
it and 'Ctrl+V' to Paste it somewhere else in the timeline... (explain all the ways to move keyframes, etc)... 


Hold 'Shift' key while 'Click+Drag' to 'constrain' the drag to EITHER the X or Y axis 


i.e so 'path' will be either perfectly straight horizontal line, if you are dragging it left or right, or perfectly straight 
vertical line, perpendicular to the horizontal axis, if you are dragging the object/text up or down 


Hold ‘Shift’ while 'Click+Drag'ing any value slider to change the values faster i.e larger 
increments i.e 'Shift+Click+Drag' 


Toggle/Switches 


so '3 circles' icon for 'motion blur’ is present, and 'Click' on box BELOW ‘motion blur' icon i.e column of boxes, to 
enable motion blur for that layer 


Can use ‘Arrow Keys' to move, Hold 'Shift' at same time as hit 'Arrow Key' moves it further/faster...try and see... 


Can ADD curves to existing 'Paths' i.e Position Keyframes 


set start and end keyframes...so left to right... NOW move CTI somewhere between the two existing keyframes... Then go 
to Preview and 'Click+Drag' on the TEXT OR OBJECT and 'Click+Drag' the OBJECT / TEXT up, adding a 'curve' to the RED 
line that describes, in the preview, the keyframed Positions...you will get a 'bell curve’ shaped red line... with a NEW RED 
CONTROL POINT / BOX...now you can can 'Click+Drag' on the Bezier Handles of that control point to re-shape the curve to 
your needs...N.B that because we have moved the CTI, any time we 'Click+Drag' on the TEXT / OBJECT in the Preview, 
then RELEASE the mouse Click, AE will add a new Keyframe to the timeline with these new co-ordinates, at the position of 
the CTI/playback head... AE does this automatically aAS LONG AS THE 'clock' icon has been 'clicked' on and is thus active / 
lit up blue... remember to CHECK FOR THIS...or you, like me, can end up doing a lot of animation, especially of masks, 
which is NOT being saved, because hte 'clock' icon is NOT activated / lit up blue...and NO new keyframes are being added 
by AE, automatically, each time your advance a frame etc to 'edit' your masks etc... (NOTE YOU CAN CLICK+DRAG THE 
OBJECT/TEXT OR THE LINE ITSELF, AND WATCH AS MOVING THE LINE MOVES THE TEXT/OBJECT, OR MOVING THE 
TEXT/OBJECT MOVES THE LINE)...You can stop the animation at any point, select the text/object, and 'Click' on the 'red 
line’ to add new red control points, and add new curves and changes in direction, and AE will add the keyframes at that 
point in the timeline...either 'scrub' the CTI/playback head to a new position, or hit 'playback' to move to a new point in 
time, stopping and starting, using the 'Spacebar'...the point is that any time the CTI changes position, and moves to a new 
frame, if the 'clock' icon and 'blue diamond’ are ‘lit up blue’, any changes to co-ordinates, to the values of any 'Property' 
for that Layer, for that object or text, will be 'saved' as a 'blue diamond’ keyframe, and thus 'programmed' for 
you...automatically... if you click on any keyframe (select it by dragging box around it safer) and change any value of any 
‘Property’ e.g 'Position' co-ordinates, then the new co-ordinates will ‘overwrite’ the existing ones, and replace them, at 
the same keyframe... 


Simple animation of OpaciTy (write T as capital to remind us that 'T' is the letter we 'hit' on 
the keyboard to open up the 'OpaciTy' Property of Layers) can be classy 


have it 'fade in' in lines or phrases or words, then ‘fade out', after the words have been spoken or read (calculate 
normal reading time required)...simple but elegant and allows you to ‘animate’ a simple logo, or title sequence, or spoken 
words, that would otherwise be boring and static to watch/listen to...(think 'T' for 'Transparency'...what is 'O' used 
for???) 


Really fast 'Scale' from value of '0' to '100' lets things 'magically' appear on screen 


.if edit so they 'dissappear' at the moment they reach maximum size (just trim right side of Layer or keyframe 
Opacity), this can suggest they 'exploded' like balloons...to add authenticity / feel to effect, have them reach maximum 
size you've set for them, then AS 'dissappear', Scale them down (as opacity reduces to value of '0' or just before end of 
layer reached, so layer ends as they are 'Scaling back down into self! again...and simply having them appear in order, from 
left to right, with each dissappearing as next appears, and repeating this over and over, left to right, is a simply eye- 


catching animation... 
TIP: anchor point move by clicking on 'Pan Behind Tool’ icon Top Main Menu 


determines the point OUT OF WHICH the object/text will scale up and down, in and out...so move the 'Anchor Point' 
to the 'center' of your text/object to make it appear to 'appear from nowhere' and ‘vanish into nothing’, as it quickly 
scales out from, and back into, that 'Anchor Point’... while sometimes you'll want text to appear to 'grow out of' one side 
of e.g an isometric text, in which case move the ‘Anchor Point' to the middle of the side you want the text to 'grow out 
of'...Scale just the X co-ordinate by unlocking the lock icon for 'Scale'...to a value of 'O' at the start, then move the CTI to 
frame / point in time you want the text to ‘finish having grown out of the side’, nd set this X (FIRST VALUE) of the 'Scale' 
co-ordinates to '100', and over the duration of time the text will appear to 'grow out of the side of' the text...if you want it 
to 'grow UPWARDS out of the top or bottom of the text, then change ONLY the 'Y' (SECOND VALUE) co-ordinate of the 
‘Scale’ property... 


‘Bounce’...a.k.a'S shaped Speed Curve' a.k.a ‘keeping it real’ a.k.a suggesting real mass, 
velocity, momentum, and inertia 


Click on Graph’ icon here to 
open Graph Editor 


Click on ‘Edit Value Graph’ to open 


Auto-Select Craph Type 


Value Graph option shown here [mannmnmm | 
Scat enh al Here is the ‘Edit Speed Graph’ option 
Show Audio Waveforms 
Show Layer In/Out Points 
Show Layer Markers 
m v Show Graph Tool Tips 
f Show Expression Editor 


Click on icon here to 


open OA 


The ‘Speed Graph’ shows the rate of change of any Property e.g how FAST it is spinning, and the steeper the curve, the 
faster the acceleration or deceleration i.e CHANGE in speed. The ‘Value Graph’ deals with values like ‘size’. So one shows 
how large or small the object is, and the other shows how fast it attains this new size. How fast it is spinning, and how fast 
it is accelerating nor decelerating. How large or small it is going to become, and how fast it will grow, or shrink. How far it 
will climb or fall, or move left or right, and how quickly or slowly it will do it. Real objects in the real world have mass and 
inertia, so they tend to move from a standing start, slowly accelerate, reach a top speed, and then when they want to stop, 
they have to first slow down, before gradually coming to a halt. Add ‘anticipation’ and ‘overshoot’ / ‘follow-through’ and 
your animations will gain a distinct character from these which will raise them above the mediocre. 


Instead of just 'Scaling' up to 100, from O, try this: Start animation at Scale value of '10', then move a few frames and 
change to '0', then move to near end point of animation (Click+Drag a.k.a 'scrub' CTI forward in timeline each time to 
point in time you want changes to start/finish at), and set Scale value of '110' then scrub a few frames forward and 
reduce 'Scale' value back to final value of '100' i.e size you want shape/text to finally attain...so that now you have 
‘anticipation’ of a 'leap', that ‘leap’, an 'overshoot' as the object 'tries' to stop, and finally it comes to rest...like a ball 
bounce...a tiger leaping and stopping...because real objects in the real world have mass and momentum and inertia i.e 
they don't move from 0 to 100 and back to 0. Think about it. Your animations will reach a whole new level with this 'S' 
shaped 'Speed graph'...which you can see by clicking on the 'Graph' icon...and fine-tune there...some people prefer 
‘drawing’ this sort of animation in the graph itself...but that can take time to master and get a ‘feel’ for...just remember 
‘resistance’ is key to 'reality'...things have to ‘resist’ speeding up, and slowing down, and stopping...that's what makes this 
virtual reality we call life seem 'real'...the idea of 'outside agency'...that WE are NOT 'cause' ourselves...that we are NOT 
the designers of this 'gaming platform’, but relatively 'helpless' ... this is the source of all the 'drama' in our lives...the 
sense of achievement...the actual 'GAME' experience...of struggle against an opponent...which gives us a sense of 
satisfaction at having 'won' a game...if we were guaranteed victory every time, and had total control of the game, it 
would become boring to any but a very odd being like YahWeh...who just enjoyed ‘his will being done’ every time...and 
who gets incredibly frustrated, like a small child, any time anything OPPOSES that will...you know, like his 'subjects' / 
‘creation' / 'worshippers' deciding to 'eat the apple’ or 'wear clothes' or 'worship other gods' or none at all... 


You can later 'deform' 'objects' in the same way, so they appear to be struggling with the same forces of physics that 


real objects do i.e wind resistance, resistance of solids, resistance of rough surfaces, with 'elastic deformation’ and ‘elastic 
memory'...and your animations will REALLY 'come to life’, no matter how simple and elegant they are...some film credits 
and titles are at least as fascinating, if not more so, than the actual film they announce / describe before/after!...and they 
are just animated text...or simple graphics... 


TIP: Ctrl+C and Ctrl+V to 'Copy' and 'Paste' keyframes from one layer / object / text to another, to save time, and 
ensure the animations match perfectly i.e everything does the same thing, if that's what you want....i.e they all ‘act’ or 
‘behave’ exactly the same way...as if acting under the same laws of physics, in response to the same forces / resistances 
etc... 


TIP: you can then ‘Reverse’ a 'Duplicate' Ctrl+D of the layers, so they first 'pop into existence’ and then 'pop out of 
existence’ with the same ‘bounce’ , ‘articulation’ ... 


TIP: add whole new dimension to animation by having background texture slowly Scale up, as if camera zooming in, as 
text / object in foreground does same BUT AT DIFFERENT SPEED, to create 'Parallax' effect, or even opposite i.e have 
object/text shrink as background grows etc... 


WARNING: many users will use 4 keyframes...start...move to position A...hold at position A...move to finish...and will 
'Ctrl+C' the second keyframe and 'Ctrl+V' it to paste it as a third keyframe...expecting this will mean that the shape/text 
will REMAIN IN the second position for the duration between the second and third keyframes...but instead it 'wanders' 
around ‘Bezier-ing?’... so vlogger uses 'Keyframe Interpolation’...Select all your keyframes in a Layer, and RHMC to open 
menu and 'Click' on 'Keyframe Interpolation...' to open the 'Keyframe Interpolation’ dialog... THEN go to middle of dialog, 
and for ‘Special Interpolation’ click on the RHS mask where 'Bezier' is usually the default, to open up more options, from 
which you choose / 'Click' on 'Linear'... THEN 'Click' on 'OK'... 2??? seems to me better just to use 'Toggle Hold Keyframe' 
for the second keyframe, so it 'holds' this value until the third (copied and pasted duplicate) keyframe ??? not sure what 
point was...??? 


WARP STABILISER 


Most impressive feature is 'Stabilization' > 'Result' which is set to default of ‘Smooth Motion’, in 'fx Warp Stabiliser' in 
fx/project Panel...click on 'Smooth Motion' and choose 'No Motion’, and it can make it appear that you were filming on a 
tripod... 


STABILIZE MOTION 


With the 'Tracker' option 'Stabilize Motion’... you can go for ‘Smooth Motion' or 'No Motion’, and have AE achieve this 
in a few different ways re: 'Framing'...with stabilize, which is basically constant adjustments of 'Position’ and optionally 
also 'Auto-Scaling' and/or 'Cropping' of the footage (the default is Stabilizer,Crop, Auto-Scaling), or even ‘synthesizing of 
the edges’, so viewer does not see the 'background' when the entire footage moved around...try each 'Framing' Option 
and 'Result' option to see what works best with your actual footage ... like noise cancellation, AE stabilizes by moving the 
footage equally but oppositely to the movement of the camera it 'reckons' when it analyzes the footage i.e AE moves the 
position of the footage within the preview, to compensate for what it calculates as movement OF the Camera...and 
‘Method' options include 'Position’, 'Position,Scale,Rotation’, 'Perspective', and 'Subspace Warp’...try each and see which 
works best for your footage and look you are going for...AE re-positions/moves, and/or rotates and/or crops the footage 
so you don't see the 'black empty background’ that will appear otherwise, when you move the entire footage i.e entire 
preview vis a vis the background... 


APERTURE 


:drag Aperture slider RIGHT, or manually INCREASE the values, to focus on different distances from the lens, thus 
bringing the FOREGROUND layer/s into sharp relief, focus-wise, relative to the 'Bokeh'd' background layers...drag 
Aperture slider LEFT or manually DECREASE the values, to get a 'flatter' image, where MORE of the layers are in sharp 
focus, with the lowest values giving you little or no sense of depth / 3D dimension, at all... 


CAMERA BLUR 


: for any given preset, 100% is the 'natural' amount of blur and is thus the default value...but you can change it for 
effect...but a real camera savvy person would use other settings before playing with this, treating the AE virtual camera 
rig like a real camera, and being able to predict the outcomes...whereas most of us are just 'trying and seeing' and playing 
around... 


IRIS SHAPE 


: default is 'Fast Rectangle’...this renders MUCH faster than the other shapes, which you should avoid unless you have 
a specific need/intention in using them 


3D CAMERA RIGS AND USE IN AE 


To get more control, Ctrl+Click on ‘Position’ property in Camera layer ‘Transform’, and from list of options that 
appear, choose 'Separate Dimensions’, to separate Position X,Y,Z into 3 separate properties, 'X Position’, 'Y Position’, and 
'Z Position’, so can now keyframe each dimension separately. 


TIP: In '2 Views' mode, in LHS preview split screen, when you change the value of a keyframe, you will see the camera 
move upon its ‘Motion Path’, between squares separated by a straight line, which represent keyframes, and the motion 
path between them...by default it is a straight line, but you can add ‘Bezier Curves' to give a more interesting path...by 
going up to top 'Pen Tool’ icon (or Hit 'G' on keyboard) and from list of options that appear, choose 'Convert Vertex 
Tool'...and then Clicking+Dragging out the 'Bezier handles' on teh boxes/keyframes, to produce, e.g an 'S' curve between 
two boxes/keyframes...TIP: go to 'Layer' > 'Transform' > 'Auto-Orient...' to open the 'Auto-Orientation' dialog, where you 
can check radio button for option 'Orient Along Path' and camera will orient its perspective as it moves along the motion 
path you have 'drawn' (Using '2 views option this will be the LHS split of the preview, with the actual preview in the RHS 
split)... 

TIP: Ctrl+Click on keyframes to show list of 'Keyframe Assitant' Options, such as ‘easy ease’, or select keyframes to be 
‘easy eased’ and hit 'F9' key...this changes speed from default 'linenar' to a bell curve, so instead of a constant speed, you 
get a more ‘organic’ looking acceleration at the start, and deceleration at the end...as things in real life more often 
behave, taking time to build up speed (accelerate) and then throw off speed / slow down (decelerate)...from O to 100 to 
0...can drag handles on keyframes to refine curve i.e acceleration and deceleration ... can just add ‘deceleration’ before 
keyframe, or just ‘acceleration’ after keyframe, using 'easy ease in' and ‘easy ease out’... 


15mm preset has wide field of view...80mm narrow field of view...see pics... 


View Layout options 


..bottom Preview..default is '1 View’, click on to change... 3D pop-up views...default is ‘Active Camera’, click on to 
change to 'Front'’, 'Left' etc...also 3 Custom 'birds-eye' pop-up views...'Custom View 1' 2 and 3... Use RGB arrows to 
‘track' camera RED X horizontal left-right, GREEN Y up-down, BLUE in-out, which you 'Click+Drag' on, moving your mouse 
left and right for X, up and down for Y, and up and down for Z (pushes in and out)... In CUSTOM VIEWS camera can be 
‘oriented’ as well as 'tracked', so you can drag camera around in 3D space, to produce the sort of camera shots like 'orbit' 
and ‘flyover’... AE will 'cut to' whatever Camera Layer the CTI (Time indicator / playback head) is above...so you can use 
multiple camera layers for any video / text layer, and 'cut to camera 2' then 'cut to camera 6' just like you would in real 
life real-time editing of a live feed, or during editing in post production...be sure you choose the appropriate 'Active 
Camera View' for each Camera Layer...MHR not clear if can have multiple 'Active Camera Views' in the one 'Camera' 
Layer, or we are talking about separate Camera Layers, each with their own 'Active Camera View' so have to 'try and 
see'...vid not clear, as usual...i.e move CTI, click on default 'Active Camera’ bottom Preview, select different 'View', move 
CTI to new point, select another 'View’? ... try and see... 


SECONDARY CONTROLLERS 


Use Nulls as camera rigs to add secondary motion to already established keyframes...go to 'Layer' > 'Camera' > 'Creat 
Orbit Null'...Camera Layer is now parented to a new 'Null 1' layer added above it in the timeline... 


Get a WIGGLE on (Shapes and Text) 
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‘Wiggle Paths 1' Options now appear under ‘Transform Shape 1' in the LHS of 
the Layers Panel, under ‘Contents’ for ‘Shape Layer 1'. Use these to tailor your 
wiggles to the precise look and feel you want 


Using 'Wiggle' for text & graphics that look 'hand drawn' 


Duplicate a line or other shape WITHIN the same layer, by selecting 'Shape 1' in 'Contents' in the Layer, and hitting 
‘Ctrl+D’, so that AE adds 'Shape 2' WITHIN the same Layer... then going to the Preview and 'Click+Drag' the duplicate to a 
new position, or go to 'Shape 2' and open it up to use 'Transform: Shape 2' > 'Position' Value sliders... 


Type Text to add Text Layer...RHMC on Text Layer name and from menu that appears click on 'Create Shapes from 
Text'so that AE adds a new Shape Layer for EACH individual letter, which you can open up by clicking on the 'Contents' 
triangle... whose shapes form the actual letters, using the same outlines as the text, but now as shapes, which you can 
use differently to Text ... We can use the 'Add' triangle to ‘Add Wiggle Paths'’...to all these using the 'Add' triangle RHS of 
‘Contents’ for this layer... 


TIP: adding wiggle to glows and fires etc gives them a ‘shimmering ‘effect, and can add realism and dynamism to the 
effects, ‘bringing it to life’ a.k.a ‘animating’ it 


ADDING 'WIGGLE' 


To get the 'feel' of organic turulence in the motion path, such as would be created by rockets or other propulsion 
systems, use wiggle. 'Alt+Click' on 'Position' property of Camera layer, and click on default 'transform.position' 
experssion, and replace it with wiggle(5,25) in timeline and hit 'Enter' on Numeric keypad or click outside expression to 
apply wiggle. Lower numbers add more subtle wiggle, higher numbers add more ‘intense’ wiggle...N.B 5 refers to 
Frequency (how often it wiggles), and 25 refers to Amplitude (how far it wiggles/strength of wiggle), of the ‘wiggle’... 


ADVANCED WIGGLE 


We can gain more control of frequency and amplitude of wiggle in following way: Add new Null Layer, then select it, 
and go to 'Effect' > 'Expression Controls’ > 'Slider Control' to add an 'fx Slider' to layer, and open 'fx Slider’ in fx / Project 
Panel TLHC...Repeat this to add a second instance of the same effect...so now have two 'Slider' fx in fx / project 
panel...Rename top 'Slider' to 'Frequency' and rename second slider ‘Amplitude’... NOW highlight '5' in wiggle expression, 
and drag the pickwhip from 'Camera 1' > 'Position' > 'Expression: Position’ up to 'Frequency' > 'Slider' in fx Panel i.e world 
'Slider'(RHS of clock icon) under 'fx Frequency’... THEN highlight '25' in same expression, and drag same pickwhip up to 
'Slider' under 'Amplitude’....[can drag and release pickwhip on world 'Slider' or on the blue value to RHS of text 'slider']... 
NOW hit 'U' to open up the keyframes, to move them, or edit their values, to determine where wiggle starts and ends... 
[MHR use the expressions for 'loop' to get them to repeat e.g to simulate the shuddering of takeoff or landing, of a space 
ship etc...very short wiggles can add 'glitchy' effect... 


MOTION BLUR 


with ‘motion blur 
activated, fuzzy edges 
added to object in 
preview window 


below see both ‘motion blur icons that need to be 
clicked on / active for motion blur to work on any layer 


T the faster the animation sequence, the more motion blur you get 
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can select multiple keyframes 
for multiple properties and 
click+drag as group 
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As with 3-D, there is a master ‘Motion Blur toggle and one for each layer that 


you need to click on / check the box for. Also n.b above Mask is in 'Add' Mode | 
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CG / CGI, Computer Generated Imagery, can more faster with zero blur, than any camera in real life...can have a 'hard' 
edge look to it, making it less realistic... Motion Blur can add more realism to your CGI graphics...enable switch set for all 
layers in timeline, then activate motion blur button above timeline...Open the 'Composition Settings’ dialog > and click on 
the 'Advanced' Tab, TLHC, to customise the 'Shutter Angle:', 'Shutter Phase: ', Samples Per Frame:', and ‘Adaptive Sample 
Limit:' values...which will give you qualitatively different motion blurs... 


More natural looking blurs 
renders fastest but take longer to render 
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Gaussian Blur Fast Box Blur Camera Lens Blur 


CAMERA OPTIONS 


Depth of field, from that other vid, is about which things at different distances /depths from lens, are in focus...go to 
that vid next...DEPTH OF FIELD brings image pixels in or out of focus (which? why? when? where? how? relationship? how 
to grok?)...have to toggle this property ON and OFF, in 'Camera Settings' dialog, or LHS layers panel under 'Camera 
Options' in the Camera Layer... 


ZOOM 


moves the 'screen' at the back of the projection, i.e the BASE of the triangle, with the lens at the tip, away from and 
towards the lens, changing the lenght of the two sides of the triangle, and the width of the triangle base, as it does this 
(reflexively)...PULLING base towards lens (by dragging value slider LEFT or entering LOWER values manually) makes 
objects SHRINK in size, while PUSHING base away from lens(by dragging value slider RIGHT or entering HIGHER values 
manually) makes objects GROW in size... 


FOCUS DISTANCE 


is distance from the camera lens to the FOCUS PLANE, in AE a horizontal line INSIDE the triangle, between the base 
and tip of the triangle, and parallel to the base of the triangle, and camera lens ....drag slider LEFT or manually DECREASE 
the value, to 'PULL' the focus plane towards camera, SHORTENING the focus distance...and type in HIGHER values, or drag 
slider RIGHT, to 'PUSH' this focus plane AWAY FROM the lens, thus LENGTHENING the focus distance... 


Go to 'Layer' > 'Camera' > 'Link Focus Distance to Point of Interest' 


to adjust 'POINT OF FOCUS'...PULLING 'Point of Interest' TOWARDS lens zooms into subject/object, so it fills more of 
screen, appearing to GROW ... PUSHING ‘Point of Interest' AWAY from lens, zooms out away from object/subject, so it fills 
less of screen, and appears to SHRINK... remember the triangle, with two sides converging upon the camera, as the tip of 
the triangle...so that pushing away a fixed-sized shape, and pulling it in, will lead to it taking up more of the INSIDE of the 
triangle, leaving less room between the shape and these two slides... 


Go to 'Layer' > 'Camera' >LINK FOCUS DISTANCE TO LAYER is basically AE's virtual AUTO- 
FOCUS. 


does the same as the ‘Link Focus Point to Layer' as far as | can see, though now it is using the FOCAL PLANE (a 
horizontal line made up of Focal Points)...so it focusses on LAYER of particular depth i.e focusses on a particular DEPTH in 
the field, rather than just one point, so the entire DEPTH remains in focus, rather than just the point...so it is really linked 
to ALL the 'points of focus' along that PLANE / depth... 


Go to 'Layer' > 'Camera' > 'Set Focus Distance to Layer’ to choose a focus distance for the 
entire clip, 


so that as other properties change, the focus will move into focus as we approach this depth/layer and then out of 
focus, as we move beyond/past/away from it...like setting a focus and letting subjects move in and out of focus as they 
change their distance from the lens...which is the effect in my 'The Holistic Philosopher' logo animation, where we 
approach from distance, text graphic comes into focus, then move on past, and it grows out of focus, as the next 'planet' 
comes into focus, etc... 


Some power users prefer to turn 'Auto-Orientation’' OFF 


TIP: Auto-Orientation is often ON / enabled / active by default...and it can mess up your own keyframing / animations, 
so that they do not look how you intend, no matter what you do...solution is to go to Top Main Menu '‘Layer' > 
'Transform' > 'Auto-Orient' (or hit 'Ctrl+Alt+O') to open the 'Auto-Orientation' dialog, and then 'Click' on the 'radio 
button' for 'Off', so that you are selecting this 'Off' option, and turning 'Auto-Orientation' off... 


MANUAL SETTING OF CONSTANT FOCUS DISTANCE: HOW TO KEEP OBJECT/TEXT IN FOCUS 
ALL THE TIME, NO MATTER WHAT CAMERA MOVES YOU MAKE 


FOCUS DISTANCE and Depth of Field: in 'Camera Settings' Dialog between the ‘Angle of View' and 'Comp Size' is a 
vertical dotted line marking the 'FOCUS DISTANCE’ which indicates WHAT OBJECTS BEING FILMED WILL BE PERFECTLY 'IN 
FOCUS'...anything IN FRONT OF OR beyond this line, in the scene being filmed, will be become increasinlgy blurry the 
further from THIS LINE they...Changing the 'Focus Distance’ is like rotating the 'focus' ring of a real camera... 

APERTURE is size of opening measured in mm or 'f-stops'...in a ‘pin hole camera’ it is the size of the 'pin hole’... 

BLUR LEVEL is a ‘multiplier’ on the blur resulting from objects being further from Focus Distance plane and hence 
‘blurrier'...amplifying the effect of that distance...usually keep at '100' 


After OPENING DIALOG, making changes or not, and clicking 'OK' in dialog, AE reminds you, with a 'Warning' dialog, 
that you must enable 3D for layers in order for the Camera to 'work' on them...so remember to enable 3D, and click 'OK' 
on 'Warning' Dialog... 


Camera needs something to point at...object/subject...text, shape, object, subject, footage etc ... so need to add some 
layers with stuff on them, if don't have any yet...then enable 3D for the layer/s...if the option is not visible, go to the 
‘Toggle Switches/Masks' button at the bottom of the Layers Panel LHS, and click on it...then click on the '3D' 'Cube' icon at 
the top of hte Layers Panel LHS, and then also click in the empty box UNDERNEATH this icon, for the Layers you want to 
3D enable, so that same 'Cube' icon appears in that box, ...watch for the RGB arrows to appear in the Preview...you may 
want to move the ‘Anchor Point' to the center of the text...so this becomes the orientation point of the camera i.e what it 
is ‘looking at', and any camera moves will be relative to this point...so the 'Position' of that layer is this anchor point... 
(THIS IS ALWAYS WHAT THE 'POSITION' CO-ORDINATES ARE REFERRING TO I.E THE 'ANCHOR POINT’)... WE ADD 'NULL 
OBJECT' TO CONTROL THE CAMERA...it appears as a ‘Null 1' layer in the Timeline and Layers Panel, and in the PREVIEW it 
appears as a RED BOX MADE UP OF BROKEN LINES OF RED CONTROL POINTS...PARENT CAMERA LAYER TO NULL OBJECT 
LAYER by 'Click+Drag' on 'Pickwhip' of ‘Camera 1' Layer up to 'Null 1' Layer, and releasing mouse over that ‘Null 1' Layer 
name... Now when MOVE NULL OBJECT RED BOX AROUND PREVIEW the Camera moves with it...so we have an easy way 
of moving the camera around the Preview Screen...We can now move the 'Camera 1' orientation e.g rotation, position, 
pan, zoom, etc INDEPENDENTLY of the object it is looking at ???...ENABLE 3D for 'Null 1' Layer before start programming 
camera moves... 3.55 mins ‘Focal Distance’ should be inverse 'Position' of Null Object? i.e Null Object should always be 'in 
focus', so focal distance to Null Object (Parented to Text/object) ...'Click' on 'Camera 1' Layer down triangle for 'Camera 
Options' so 'Focal Distance’ option appears in LHS Layers Panel, then 'Alt+Click' on clock for 'Focal Distance’, to open up 
‘Expression’ for this in the timeline...the default Expression in the Timeline is CameraOption.focusDistance...NOW hit 'P' 
on keyboard to open 'Position' property for 'Camera 1' Layer... THEN go down to the 'Expression:Focus Distance’ Pickwhip 
in LHS of Layers Panel and 'Click+Drag' this Pickwhip up to the THIRD VALUE of 'Position' and 'release’ the mouse so now 
changes to the 'Focus Distance’ will automatically change the THIRD VALUE of 'Position' for the 'Camera 1'...NOTE that the 
actual text for the Expression in the Timeline has now changed to transform.position(2) ... to reflect the ‘parenting’ we 
just did with the pickwhip...BUT we want it to be the inverse value, so we multiply the value by -1 by adding *-1 to the 
text Expression in the Timelinen so it now reads transform.position(2)*-1 so now whatever is at null object will be in 
focus i.e the focal distance is now always the distance between the camera and the null object... 


Camera work with ‘holds’ 


MY LESSON 

Using 'Half' RAM Preview setting high enough to see enough detail for learning purposes: Add 3 layer shapes...Add 
Camera...Choose '2 Views'...BLUEZ the layers to different 'depths' ... then with 'Depth of Field' turned 'On', see how 
different combinations of 'Focus Distance' and 'Aperature' change how objects look as you BLUEZ drag the acatual 
camera, in the LHS preview, up and down, towards the objects and back away from them...Note how can change ‘Focus 
Distance’ to get change, rather than need to move the camera itself...attend to which lines move in the LHS preview, and 
what impact this has on the images, in the RHS preview, to get a ‘feel’ for the camera settings... increase 'Aperature’ to 
about 1000 pixels, then change ‘Focus Distance’ a little, to see the large impact it now makes...Bokeh style achieved by 
dragging slider LEFT, so Focus Distance value lower e.g in my project 700 Pixels Focus Distance Vis a Vis Aperature of 1000 
pixels...Can then select layers/objects, and BLUEZ them closer and further from camera/viewer, to see how they go in and 
out of focus, just like real objects would, using real cameras... 


NOW select 'Camera’' layer and hit 'P' to open ‘Position’ properties for Camera...so can program some animation with 
keyframes... 


TIP: hold 'Ctrl' key while using slider for more precise value changes... 


TIP: Keyframe Aperature and Focus Distance to keep some text etc 'in focus' longer than would really be with real 


camera, as move through space i.e to give people more time to read something that would otherwise come too quickly 
into, then go too quickly out of, focus, to easily read...unless WANT to make it hard, to pique curiousity?... 


TIP: always check where CTI is when doing keyframing, make sure it is directly OVER the keyframe you want to 
change...can then move CTI to new position, then hold 'C' to move 'Camera' around screen, and if clock has been clicked, 
AE will add new keyframe at last position moved with 'C' held...| think?... 


TIP: make sure 'Active Camera’ is active NOT 'front' etc, as won't render otherwise? 


TIP: 'zoom' in on one object/layer, then hold a moment (could use to read text, or say something about a character, 
before continuing camera move, so NEXT text layer or character / subject comes into focus, then hold focus on them, 
long enough for purposes, then continue camera move...so could move through group of people, each coming into focus, 
then moving out of focus...to take one scene, and extend it...cinematographize it... MHR USING 'RHMC' > 'TOGGLE HOLD 
KEYFRAME' AT POINT WANT TO 'FREEZE' IT, THEN AT POINT WANT IT TO START MOVING AGAIN, DRAG CTI TO THAT 
POINT, AND JUST HIT THE 'BLUE DIAMOND' FOR 'POSITION' SO IT WILL START TRANSITIONING TO NEXT KEYFRAME FROM 
THIS POINT'...SEEMS TO WORK ... I'M ASSUMING THAT WITH REAL FOOTAGE, YOU WOULD DUPLICATE IT FOR EACH 
PERSON INTEND 'STOPPING' AT, THEN MASKING OUT EACH PERSON?... THEN MOVING LAYERS BLUEZ POSITION, AND 
THEN ANIMATING CAMERA TO MOVE BETWEEN LAYERS, AND HALT AT EACH PERSON, BEFORE CONTINUING...USING 
‘POSITION' AND 'TOGGLE HOLD KEYFRAME' AND THEN MANUALLY ADDING NEW KEYFRAME AT POINT WANT CAMERA 
TO CONTINUE MOVING AGAIN, DOWN THROUGH LAYERS TO LOWEST/LAST LAYER WANT TO 'FREEZE FRAME' ON...HOPE 
TO FIND A VLOG/TUTORIAL ABOUT USING CAMERAS WITH REAL FOOTAGE!!!...KEY TO MAKING CHEAP MOVIE 
CINEMATOGRAPHIC! 


Vloggers lesson 
‘Name a solid layer 'Background' then use ‘lock’ icon box (eye, speaker, solo, lock from L to R in Layer Panel LHS), to 
lock it, so we don't end up dragging IT around when we drag objects in the foreground around 


"3D Layer - Allows this layer to be manipulated in 3 dimensions’ is just before 'Parent'...check box beneath icon, for the 
layer...(The master has a 'sun' at its TLHC, at TRHC of Layers Panel... 


Add a shape, then Duplicate it so have 3. Check '3D' box for each...I'm using my 'cube' precomp'd 
Add a Camera... 


BRHC of Preview, in bar with other icons is '1 View’...click on this to open list of options for multiple views of the same 
object/s, from different directions ... so that can more readily see the changes when you drag e.g 'Z' arrow...which from 
front seems merely to make things smaller and bigger, but it is really 'Z'ooming in and out... 


Using '2 Views Horizontal’ (which changes ‘Active View' default to 'Top' also), ZOOM BOTH RHS AND LHS PREVIEWS 
OUT, USING MOUSE SCROLL WHEEL, SO YOU CAN SEE WELL BEYOND THE BORDERS OF THE PREVIEW...select the LHS 
object's layer, then grab Z arrow for LHS object and drag it down (will need to zoom out with Mouse Scroll Wheel) and 
out of preview (which will be down to under 10% size’ (LHC) until it is BEHIND / BELOW the Camera...so you ONLY see it 
vaguely in the LHS of preview panel, having dragged it way out of the RHS panel, where you have the 'Custom View 1'... 
To get idea of how it is working, drag ANCHOR POINT of LHS screen up and down vertically, back into the 'black box' to 
see it reappear in LHS of RHS preview... 


Mouse Scrolling to zoom out lets you see the camera, and then grab it, and move it in, left-right, Up-down too, using 
the same RGB arrows...AND the 'Cross-hairs' which | assume is the 'Point of Interest'?... 


Drag ‘left cube’ up and down in LHS preview split screen, and watch it move into RHS preview, coming from BEHIND 
the camera, then moving into the 'triangles' that represent the camera's panaramic view, and onto the 'screen' which is 
the 'base' of the triangle, directly opposite the camera... be sure to grab the 'blue' arrow, which from some angles will be 
just a blue dot, and drag mouse UP and DOWN, using EITHER the LHS or RHS view, though barely visible in LHS, as tiny 
blue line in 'Crosshairs' bar ....TIP: first SELECT the layer the object is on, then use the LHS preview, hover mouse over 
‘crosshairs' and wait until a 'Z' appears next to the cursor, so you know you have 'grabbed' the BLUE Z arrow, then drag 
mouse up and down, to bring object/layer closer or further from viewer, and up and down in LHS preview, and also up- 
down-left-right-bigger-smaller in RHS preview...ARROWS CONSTRAIN movement to just one axis, so don't need to be 
precise with mouse, just drag roughly up and down, or left and right...remembering 'BLUEZ' for 'BLUE Z','Y go GREEN' for 
Y GREEN, 'REDEX' (For RED X)...Using 'Custom View 1' will immediately show the difference between zooming and scaling 
i.e BLUE Z easily mistaken for scaling, and you can fall into habit of using it that way, and messing up your camera work!!! 


SO FAR all objects in focus...which is NOT realistic...so we open up 'Camera Options’ in LHS Layer for 'Camera’...turn 
‘Depth of Field' 'On'...Cchange 'Aperature' value until you get the 'blur' you want...increasing value adds blur...NOW 
moving camera in and out / up down in LHS preview, brings different objects in field in and out of focus... 


HMMM??? what is 'DRAFT 3D' THAT is what I've been calling the ‘Master’ 3D' but I think it is something different, and 


reason my last CUBE thing doesn't look right? In VLOG the presenter's AE does NOT show this being ‘lit up'...so probably 
NOT a 'master' 3D' but something else... 


Camera Settings Dialog 


Camera Settings x 


Two-Node Camera 


millimeters 


Horizontally 


Cancel 


ONE MODE VS TWO MODE CAMERA 


Camera Settings dialog...default is 'Two Node Camera’... One Node is most like real camera, with one single point of 
focus, which moves as camera moves i.e camera is center of arc, focus is circumferance, so this point moves a wide arc as 
camera moves slightly...with camera at center of circle, and focusses on circumferance, so longer the distance, wider the 
arc and greater the proportionaly movement of it for slight camera tilt changes... with 'Two Node Camera' you have a 
One Node Camera PLUS A 'POINT OF INTEREST'...SO WHEN YOU MOVE THE CAMERA, THE FOCUS DOES NOT CHANGE I.E 
IT REMAINS FIXED TO THIS 'POINT OF INTEREST', SO NOW THE CAMERA DEFINES A WIDE ARC, AS THE POINT OF INTEREST 
REMAINS STATIONARY, NO MATTER WHERE AND HOW YOU MOVE THE CAMERA...So basically One Node Camera has 
camera as the fixed point of 'rotation', and the point of interest is what defines the circumferance of the circle... and Two 
Node Camera has 'Point of Interest' as the fixed point of rotation, and the CAMERA becomes the 'center of the circle’... 
So with Two Node Camera, can fix LOGO etc as point of interest, and have camera automatically orient to IT i.e tail wags 
dog... ONE NODE is more natural and realistic and easier to use, like a REAL camera...TWO NODE is great for orbiting a 
logo, or forming large arcs, but is harder to use, less realistic...but 'robotic' hence good for suggesting the 'Point of View' 
of a robot or fixed security camera etc... 


FOCAL LENGTH and DEPTH OF FIELD 


As gets closer to Omm, wider shot, and as increase Focal Length, you zoom in...can open 'Camera Settings' dialog and 
change settings and watch how it affects your preview, in real time...to get a feel for the settings... Focal lenght, Zoom, 
and Angle of view are all REFLEXIVE of each other...change one, and the other two are automatically changed...so you can 
use any of these 3 settings to do the same thing...think of them as 3 different ways to talk about the same thing, though 
the THING you adjust on a real camera to make the changes are the film size e.g 35mm, the lens size e.g 35mm, and the 
‘Zoom’, which changes the Angle of View, from 'wide' (often producing a 'fisheye' effect) to narrow, BY moving the lens 
closer to or further from the Film itself i.e changing the distance between the lens and the film, which IS what the term 


‘Focal Length' refers TO...with digital cameras, you can change the lens and the zoom...with film cameras you match the 
film to the lens...then use the Zoom...but in AE it is YOUR choice whether to use the 'Zoom' or 'Focal Length’ or 'Angle of 
View' values in the 'Camera Settings Dialog’... 50mm is Industry standard for 'naturalistic' Camera results... 


Camera Setings Bd 
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IF ‘Depth of Field’ is enabled here[ic teatie tmm of Fett] 


Like tuming the 
‘focus’ ring of a 
real camera 


Aperture is 'shallowness' and ‘Blur Level’ is 'Blurriness'...Depth of field refers to how out of focus background is Vis a 
Vis foreground...use to make 3D macro shots i.e simulate macro lens / photos... Turn 'Depth of Field' on in dialog, or in 
layers... adjust 'Aperture' to get more or less of foreground in focus, i.e give 'deeper' or 'shallower' 'depth of field’...'Blur 
Level' lets you adjust relative blurriness of foreground and background...Can adjust 'Focus Distance’ in Layer menu, to 
make background more or less focussed/blurry...'Iris Shape’ changes how 'Bokeh' looks...i.e when really blurry, changing 


‘Iris Shape’ changes edges of Bokeh blur...N.B 'Fast Rectangle’ is best for RAM preview speed...ONLY before final render, if 
want to, otherwise can really slow down previews... 
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ANIMATION" 
check box LHS of 


‘Enable Depth of Field’ 


set ‘Depth Field’ to 'ON" here 
But massively increases render times, so while working on other parts of clip, turn it back 
off, then remember to turn it back on just before rendering, to avoid overtaxing your CPU 


Remember same for ‘Motion Blur, which is also CPU resource hungry 
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CAMERA MOVEMENT 


4 different Camera tools...cycle through by hitting 'C' to move to next in menu...'Orbit Camera’ lets you pan, tilt, etc 
like holding real camera... though with One Node Camera does NOT let you actually 'orbit' the object... 'Track X&Y' lets 
you 'truck' and 'pedestal' i.e move left and right and up and down i.e ONLY along X and Y co-ordinates...need to hold 'C' to 
change ‘depth’ i.e BLUE'Z' coordinates... Can use 'Continously Rasterize' with text and shape layers so don't get pixellation 
as zoom in and out with 'Z' (BlueZ)...To get REAL 'Orbit', need to use a Two Node Camera, so can orbit around the 'point 
of interest' with camera automatically moving to KEEP that 'point of interest’ in focus, AS you ‘orbit’ around 
something...You position the ‘Point of Interest’ using '2 Views' and in LHS preview, moveing the 'Cross Hairs' onto the 
layer you want as your ‘point of interest'...look in RHS preview of front to preview the impacts of any changes...'Unified 
Camera Tool' lets you use 2 other buttons on mouse i.e RHMC for Z camera tool / Z space...middle mouse button X and Y 
tracking ...useful if have 3 button mouse... 


UNIFIED CAMERA TOOL TWO NODE CAMERA 
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Shutter Angle: 180" Shutter Phase: -90" Shutter Angle: 340° Shutter Phase: -70" 
Samples Per Frame: 16 Adaptive Sample Limit: 128 Samples Per Frame: 14 Adaptive Sample Limit: 128 


Shutter Angle: 340° Shutter Phase: -90° Shutter Angle: 720° Shutter Phase: -260" 
Samples Per Frame: 8 Adaptive Sample Limit; 128 Samples Per Frame: 32 Adaptive Sample Limit 


AUTO ‘SET FOCUS DISTANCE’ IN AE 


Choose which layer you want to focus on...zoom in to get detail...can be annoying trying to do this, as AE pixellates 
while rendering...better to select layer and camera layer, go to Layer > Camera > Set Focus Distance to Layer, to set focus 
distance of camera to that layer, so perfectly sharp... THEN to ensure it remains in focus, even if end up moving a layer in 
3D space e.g BlueZ (think Blues), go to so text NEVER goes out of focus during animation... select layer in question, and 
Camera, and go to Layer > Camera > Link Focus Distance to Layer...Now camera auto-focusses on that layer...and it NEVER 
goes out of focus / blurry... 


AUTO ORIENT 


Auto Orient can be used to ensure that a logo etc ALWAYS faces the camera, no matter what the other layers are 
doing...select layer and RHMC and choose ‘Transform’ > 'Auto-Orent...' or hit 'Alt+X+0'...or go to 'Layer' > 'Transform' > 
‘Auto-Orient...'... so you can have planets orbiting a sun, text orbitting a logo, text orbitting someone's head, in 3D i.e 
actually ORBITING it, without need for masks etc... 


Faking CCTV security cam tape time-lapse footage 


Trim footage...add 'Vignette Lighting’ preset from ‘presets and fx panel’ i.e type into search mask...then add 'Night 
Vision’ preset...giving you great ‘green’ if you like it...but we want monochrome black and white CCTV look...so we go to 
fx control panel and find 'fx Solid Composite’ which contains the 'Night Vision’ preset, now default in the ‘Animation 
Presets:' mask...and click on 'Color' square, which is green by default, adn change it to black... NOW go to top menu 
'Effect'>'Text'>'Timecode' to add a timecode panel in TLHC of footage...this will show timecode of footage, in real 
time...perfect for CCTV camera effect...Go up into fx panel to 'fx Timecode' and change 'Time Units' to whatever fps value 
you are using e.g 24...PAL camera is 25, NTSC camera is 30...Text Position default is TLHC but can reposition here...TIP: hit 
! key to toggle grid lines on and off to position stuff... Drag 'Starting Frame' value right, and up to huge number, until 
starting frame value i.e 'Time display' shows what YOU want it to show i.e the time your CCTV camera footage is 
supposed to have 'captured' this footage...or type in 10000 as starting point to go from there...NOW click on 'Rectangle 
icon' to add a new shape layer, and drag it out from TLHC of existing 'Time Display' so get same sized rectangle...drag it 
over to TRHC of preview 'title safe' area, mirroring original 'Time Display’... NOW go to 'fx Timecode’ 'Text Size’ in fx panel, 
and note the 'Text Size' and 'Color'...then select Text Tool, and in 'Character' Panel choose simple font like ‘Arial’, and set 
it to the same 'Text Size' and 'Color'... type something like 'CAM3 MASTER B/ROOM' as might appear in CCTV footage, 
suggesting it was taken by a CCTV security camera in the Master Bedroom' etc...adjust size of rectangle to accommodate 
it... Now Ctrl+D this text and background so we can drag it below the original, and add a date e.g 25/09/2020, and adjust 
size of rectangle to match it... Now hit 'Ctrl+K' to open 'Composition Settings' dialog, and change 'Frame Rate:' to 
something low like 2 Frames per second (try and see what works best)...to get the typical CCTV 'time lapse effect’ when 


you render it...so looks more like series of still frames shown in time lapse...i.e to save on memory...the 'Time Code' even 
matches this effect...and vignette adds 'noise' and 'venetian blind' effect...to give authentic looking CCTV camera 
footage... 


Adding objects and text so they look like they were there when the footage was filmed 


Import footage. Edit out, as new layer, bit you want to add the text or image to, rather than waste CPU processing the 
entire clip. Select this Layer in Layers panel. Go to Main Top Menu 'Window' > 'Tracker' if ‘Tracker’ panel not in RHS 
panel...click on collapsed 'Tracker' panel to open it...click on ‘Track Camera’...'Analyzing in background (step 1 of 2)' will 
appear on preview, as AE does this...when it is finished this process, lots of colored 'crosses' will appear on the 
screen...look carefully..you can also adjust their size...when you click on one, a red disc/target will appear, indicating the 
perspective/plane/angle of that point, or if you click between several points, it will triangulate a position equidistant from 
them...what you want is a red disc that lies flat / flush with / parallel with, the 'surface' you want to attach your text or 
other image to...to 'stick' it to that disc/point... THEN RHMC on the disc/point you have chosen to open the menu for it, 
and choose ‘Create Text and Camera’ if you want to add some text here, or 'Create Solid and Camera’, if you want to add 
a shape here, which you can then later 'fill' with an image...or with any other 'composition' (e.g streaming video to 
suggest/emulate a neon sign, or large screen, or 'big brother' screen, or entire apartment block, or a window, or door, or 
to cover over something like advertising for a brand that has not paid you for their 'product placement’, or an ad for a 
brand that has...)...AE will add new layers for each 'Track Solid' you add in this way...using the same colors that appear on 
the preview to identify them in the Layers Panel LHS...we now edit the content of these solids...by selecting the 'Track 
Solid' layer, and then RHMC and, from the menu that appears, clicking on 'Pre-compose...' to optn the 'Pre-compose' 
dialog, which by default has the first option radio button selected, so click 'OK'... NOW we 'Double Click’ on the 'Track 
Solid' layer to open it up as it's own composition in the preview, which will show a blue square etc, which is the 'Track 
Solid' we 'stuck' to the wall / floor / ceiling etc...we are free to delete the layer now, as it was just a ‘place holder' for our 
content, and go the to Top Main Menu 'Composition' > 'Composition Settings' to open the 'Composition Settings’ dialog... 
to adjust the composition to match whatever content you want to position here...such as a video...'Click+Drag' video 
footage into preview, to add it to composition...and now if go back to Project, will see that the video is now position 
where the 'Track Solid’ was...now you may need to scale it, and re-position it in 3D, using the usual 'Transform' properties 
(click on 'Transform' down triangle to open menu options LHS Layer) to get it perfectly 'flat' as if stuck to the wall 
etc...you can reposition it in all axis, and keyframe animation, and change ‘Blending Mode' etc...but point is that this will 
now be 'motion tracked' in position, as if it really is stuck to the wall in the real world, and as everything moves, it will 
retain the correct perspective it would have, if it had been there originally, and actually filmed along with everything 
else... You do the same with text, so you can create 'neon signs' and ‘grafitti’ etc that was not actually there when you 
filmed, but make it look like it was...e.g huge neon signs, 'big brother' video screens...or put yourself on the 'big screen’ at 
‘Times Square’, or on a big screen t.v in a mall / shop etc...showing fake news, as they usually do !!! Only this time YOU 
will get to decide the content of that fakery!!! 


TIP: add a tracking point yourself, in thin air, so you can have screens and apparently solid things appear, and fake 
‘high fiving' them i.e interacting with them, as if using virtual reality interfaces ... point is they will retain their correct 


‘perspective’ as the actual camera that filmed the scene originally moves around, and the scene changes, to give the 
impression that the object / text was actually there when you filmed the footage... 


AUDIO in AE 


-B =] Video samgiampt 


click box below half-moon icon to toggle 


audio on or off for each layer 
so icon appears / dissappears from box below it 


Sometimes audio can be irritating, so to ‘Mute’ the audio from any Layer, ‘Click’ in the box below the ‘Speaker icon’ 
in the LHS of the Layers Panel for that Layer 


Adding markers to synchronize events (including to audio / music) 


Cool to synch visuals with audio...can listen to in real time as do visuals, or can add 'Markers'...tap finger to beat, and 
hit 'M' key any time want to add a marker to Audio or whatever layer selected... MUST have a layer selected, ecven if just 
empty solid layer... THEN RHMC on that selected layer and choose 'Replace with After Effects Composition’ so now have 


layer with just markers, can use as visual reference for timing visual changes... 


Playing with time 
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Select all the keyframes in a sequence Eskes meee now your sequence of keyframes will play 
then RHMC on layer and choose in reverse 


'Keyframe Assistant >'Time Reverse 
Keyframes' 


Here we are ‘reversing’ time. So that the footage and/or any audio on the selected Layer play back in reverse 


Taking and viewing ‘snapshots’ 
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AE Fundamentals 


The ‘Project’ Panel (which doubles as a the ‘fx’ Panel) 
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click on ‘project’ TAB TLHC 
comp window to ‘show’ 
project window and ‘hide’ 
the ‘curve’ fx GUI 


Project Flow-charts helping you keep an overview in more complex projects 


@ After EffectsCC Fie Edit Composition Layer Effect Animation 
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Click on this 
‘Project Flowchart 
icon to view 
flowchart for 
entire project 


Hit ‘TAB’ key to open flowchart for currently selected layer 
‘Children’ pre-comp ‘nested’ within ‘Jean-Pierre’ composition, in this project, as dialog indicates 
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Look for the ‘triangles’ pointing right, to ‘show’ / ‘open’ ‘hidden’ menus in AE 


~ 
click on forward triangle so drops down into down pointing triangle to open up options for layer 
such as ‘transformations’ or 'effects' for that layer to edit keyframes, effects etc 


click on triangles and they change orientation i.e 
pointing forwards or down, and show / hide the layer 
properties such as transformation keyframes, and 
effect properties i.e where can edit keyframe 
transformations and effects in timeline rather than in 
preview window, or comp windows, and for most 
simple text animation transformations e.g position 
and size...click on forward facing triangle and it 
points down to options for it, then click on down 
pointing triangle and it points forward, closing the 
options, so layer takes up less screen space 
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A ‘closed’ menu triangle points right. When you click on it to ‘open’ the menu, it points down. To ‘hide’ / ‘close’ a 
menu, to save space, click on the down triangle and it closes/hides the menu options, and returns to pointing right 


click on ‘transform’ forward pointing triangle so it now 
points down, and opens up all the ‘transform’ 
properties i.e options i.e menu of things can transform 
/ change e.g scale, position, rotation, opacity...then 
when finished click on triangle so now points forward 
again, and closes layer properties options..to manage 
space / screen resources 


To ‘Maximise’ or ‘Minimise’ any panel, hit “` (the key just under the TLHC ‘Esc’ ) 


na current pan 
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Move mouse 
pointer over any 
layer or effect etc 
and hit this key tor = 
expand this item to - 
fillentire screen 
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Hit again to ‘minimise’ item 
back to default 


move cursor to any panel 
edge, wait for two sided arrow 
to appear, then drag panel / 
window larger or smaller to 
resize panels / windows 


Starting a ‘New Composition’ and Editing ‘Composition’ using ‘Composition Dialog’ 
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Hit ‘Ctrl+N’ or go to the Top Main Menu and choose / click on / select ‘Composition’ > ‘New Composition’ 


clickon ‘create a new 
composition'icon to 
open composition 
settings dialog 


This is where you can always go back and change the ‘Duration’ of your compositions, the background color, the pixel 
dimensions,, and the ‘Preset’ (Resolution and frames per second) 


pComp 1 
Give logical descriptive name to comp e.g 
Bas 


logo animation or ‘exploding guitar scene’ 


set Width and 3 


Height in px i.e 
resolution / 
size of screen 
want to play 


frame rate standard 

just below 24fps can 

be different from 

what shot footage at set length of comp with ‘duration’ in hrs 
e.g shoot 30 fps and mins seconds ms 

slow to 24fps here for Can choose any background 

‘cinematic’ feel color you like working with, 


black is default click on ‘OK’ button to 
check ‘preview’ box 


! activate these settings 
to preview before 
hitting ‘OK’ lis 


New Composition by dragging file down into RGB icon at bottom of Project/fx Panel 
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Dragging file into RGB icon as shown will create a new composition that 
~ matches the specs of your imported file e.g fps, resolution 


Aya DOME BAT Ls 


Import clip and drag it - = 


down to ‘Make a 
Composition’ icon (shown 
here enlarged) 


5. Make a Composition 


If you can’t find the Layer option you need, hit ‘F4’ or click on ‘Toggle Switches/Modes’ at the 
very bottom of the AE workspace 
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shown here are two default options you can toggle between by hitting 'F# 
» » orclickon this ‘Toggle Switches/Modes' curs button at bottom of AE 


Composition=Trim Composition to 
Work Area edits clip so now only 
working on selection 


Use e.g when import long clip, 
and only editing / playing with 
a small section of it 


You will usually only be working on a small part of a film or video at any time. Adding some effect to it, or adding 
animated text. So you will want to ‘Trim’ the footage you import. You can do this within AE. The simplest action is ‘Trim 
Composition to Work Area’. The ‘Work Area’ is defined by the blue loop between the two blue bars, in the Timeline. But 
there are many other ways to ‘Trim’ and ‘Edit’ footage in AE. 


Naming and re-naming Layers 


click on ‘source name’ so now shows as 
‘layer name’ to give layer a logically 
descriptive name for later reference 


Assigning colors to Layers 


can assign each ‘type’ of layer a color, for 
quick referencing, so all ‘video clips’ are 
blue, and all ‘audio clips’ are orange, and a 
‘text’ layers are yellow etc..or color each 
layer differently, so they are easier to make 


click on color square to change color of layers in timeline 


a 


when click on colored box LHS 
track panel, you get list of color 
options to change layer color to 


Replacing the content of a Layer 


SCREEN ONE 


Replace with your 
custom content 
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Select file here want to use 2048 x 


2.Alt+Click+Drag file from here, down to layer, and release it over the layer you want to 
replace, and this new file will take on all the properties of the existing, and replace it: 
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1. click on layer want to replace, to highlight/select it 


Changing the Name of a Layer 


hit'enter on keyboard after 

changing mask from ‘source 

name’ to ‘layer name’ and type in 

new logically descriptive name 
_for that layer 


default is ‘source name’, so click on ‘source 
name’ to toggle to ‘layer name’ and then 
hit ‘enter on keyboard so can edit text in 
‘layer name’ mask LHS, and type in 
something logically descriptive and 
helpful for you and anyone else, that 
describes that layer most precisely / 
usefully in context of project 


default is ‘Source name’ so layer LHS shows 
source of layer i.e file name, but logically 
naming layers helps keep track of them, so 
click on text ‘Source Name’ to change it to 
‘Layer name’ and then type a logically 
descriptive name for the layer e.g actual 
text for that layer, or'mask over face’ etc 
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Under preview / 
composition window, 
RHS of RGB is where you 
change resolution to 
speed up processing e.g 
preview quality worse, 

e but works faster 


The Selection Tool 
@ After EffectsCC File Edit Composition Layer Effect Animation View Window 
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‘Region of Interest’ Zoom 


= — n — = 


click on ‘Région of Interest’ and resize preview 
window to,includ@ ONLY what working on, click on" 
— —-again to toggle back to normal preview window 


Click on this icon here, bottom of ‘Preview’ Panel, to ‘zoom into’ the main ‘Region’ of the preview / footage you are 
interested in / working on 


The Power of Pre-Comping 
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CtrHR makes ‘ruler’ visible 


use mask here to give each_pre-comp a logical, descriptive 


name to help you identity and use them,later 


check-this.so.all attributes-of 
sU i a 70°57" layer are ihclUdéd in prescomp 


select layer then hit 'Shift+Ctr+C' to open ‘Pre-Comp dialog 
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"= pre-comps 


COC 


this complex looking animation has only 3 layers and about 9 keyframes...and works by 'pre-comping' 
different combinations of layers during the process of making them, and slightly offsetting each pre- 
comp e.g layering at 90 degrees to each other, duplicating, then using the ‘Tile’ effect to extend a simple 
pattern in all directions, to produce a mosaic ‘floor effect or kaleidascope effect, from a single image 
perfect for my complex TROONATNOOR logo plan i.e one animation with massive complexity but 1 logo 


Quickly comparing Text Fonts and Fonts | like 


Splash, Rondalo Regular cool lower c case font e.g union 
Bw 


15 O, Hold ‘Alt’ key while 


select text so highlighted then click in text 


AUC font mask to open drop down menu and 


list of options: 
Quick way to check 
out lots of different 
fonts to see which 
works best 


De Be De De Be De Be De Be De De Be 


Can do same for 
any other to see text changing as scroll 


paramater i.e hold 
‘Alt’ and click 
* through menu 
cea - Options 


©) @ben_marriott_ 


Changing existing Text 


select text layer and 
click+drag over text in 
preview to change it or 
select selection tool TLHC 
comp tool bar 


Converting Text Layers into Shape Layers for even more fun and games 
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RHMC on text layer to open up options, and click on 
‘Create Shapes From Vector Layer" and AE turns the text into shapes Le 
draws the outline of the text, so can now treat text as shapes 


Duplicating Layers 


Just ‘Click’ on a Layer to select it, then hit ‘Ctrl+D’ to duplicate it. Or if it is easier manipulating just the mouse, go to 
the top Menu and Click on ‘Edit’ then ‘Duplicate’. | write this as “Go to ‘Edit’>’Duplicate’”. 
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AE always adds the new duplicate copy Layer ABOVE the original. This gives you a copy of the entire Layer, starting 
from Frame 1. But you can also move the CTI to any point in the Timeline then hit ‘Ctrl+Shift+D’ and AE will add the new 
layer beginning at the position / Frame of the CTI. This is a great way to ‘cascade’ your copies quickly, to add different 
effects to the same loop. 
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: Ee. panen Re | crema Glee 
click on 'CTRL+SHIFT+D' on layer, at any point and AE will add a new layer, starting at that point 
duplicating the layer clicked on, so can create a ‘cascade’ of layers and add different effect to each 
AE will push most recent layer down, to add new layer from this point, just below original layer 


Duplicating and sequencing Layers 


wsCC File Edit Composition Layer Effect View Window 


Dupti€ate 4 shértfayer Apoy aeiiao Poteet 
many times, the Browse Presets. 
them out across the anis 
timeline, as a sequence of == 
changes to that small clip, m KevtameAssistont 
go te ‘Animation’ > 

‘Keydrame Assistant’ > 

"Séquence Layers' and AE 

will take layers and 


sequence them from top tof 8 
bottom, from left to right ick Matic Sequence Layers’ dialog opens up offering options e.g 


' ‘Cross Dissolve’, 'DÊration' of crossfade etc 


Adobe After Effects CC 2016 - Untitied Pro 
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across the entire timeline k Unis Property Overlap 


nany 


“ee ~ 


Dissolve Front Layer 


Cross Dissyve Front and Back Layers x) 
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result shown below i.e each layer now sequenced left to right across timeline 


e 


You can end up with lots of 
layers, and no space to work 
with them, so by 'solo'ing just 
the layers you are working on 
frees up monitor space...simply 
un-solo when finished...great 
space management tool 


Shift+Click several layers to solo or unsolo them all with one 
click of one solo box 


cen 


Oa eng = 
click on box below white circle to ‘solo’ a layer i.e add white circle to that box, or toggle solo off by 
clicking on white circle in this box so itdissappears, = 


Moving objects around Preview with ‘Hand’ tool 


@ AtterEffectsCC File Edit Composition Layer 


Click on the ‘Hand’ tool, between the ‘Selector’ and ‘Magnifying glass’ icons in the Top Main Menu, and the cursor 
turns into a ‘Hand’ icon, which you can now use to ‘Click+Drag’ objects around the Preview 


When you click on the ‘Selection’ tool, you can then ‘Click+Drag’ on an object and move it around the Preview. If you 
have a different tool selected, then holding down the ‘H’ key on your computer keyboard will temporarily turn the cursor 
into a ‘Hand’ icon, and you can drag the object around the screen with it, as long as you keep the ‘H’ key depressed. (Just 

tell it the facts about the Cult of Judah occupation and that should suffice!). In the example above there are no other 
layers beneath the object, so we see the ‘gay-white chequers’ indicating ‘transparency’ 


To change cursor into 


ppace Bar T Click gnd Drag hand tool to move layer 


around preview window 


Rotating objects and text with ‘Rotation Tool’ 
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There is a ‘Rotation Tool’ you can open by clicking on ‘W’ on your keyboard, but most rotations are done by 
‘Click+Drag’ or by using the ‘Rotation’ Properties in the Layers Menus 


The ‘Anchor Point’ has been highlighted here with a red circle, and determines which point the object will rotate 
AROUND 


ROTATION: Ox0.0 is default 


if change first value to '1', get one full rotation, before keyframe you are working on i.e changing values of...so if hit 
‘clock' icon at frame 1, then 'scrub' / 'Click+Drag' CTI (Current Time Indicator a.k.a ‘playback head') to 10 second point, the 
object / text will rotate 360 degrees in 10 seconds, ending up in the same orientation it started...by changing the value for 
0.0 you can set different 'end points’ for the rotation i.e have it rotate 180 degrees and end up ‘upside down’, or just 90 
degrees, to have it 'roll onto its side’...if use both values, can have it rotate around and around, and finally end up on its 
side, or upside down...can use multiple keyframes to simulate / emulate / suggest real mass / acceleration / momemtum 
/ inertia, as with 'Position' keyframes. Remembering that in nature things often first 'anticipate' or 'wind up' (rotate 
backwards a little), before starting, moving through their start orientation, continuing to 'roll', and then at the end of 
their 'career' they tend to 'overshoot' when they attempt to stop suddenly, thus 'rolling a bit too far forward’, before 
‘settling back' to their ‘intended’ stopping point, (rotating a bit more then ‘correcting’ and rotating back, to their final 
‘resting’ orientation / Rotation and Position...so again we can use 'Speed Graphs' to Edit the 'Speed Curves' of the 


rotation, as we did for 'Position’...first select all the 'Rotation' Keyframes (Click and Drag around them to highlight them in 
the Layer Timeline), and hit the 'F9' key to 'Easy Ease' them, and then click on the 'Graph' icon TRHC of Layers Panel to 
open the Graph, and 'Click' on the 'Speed Graph’ icon BRHC of Graph Window...'Click' on the line to add new 
points...'Click' on the 'Bezier' icon BRHC Graph Window to ensure ‘Bezier Handles’ available...'Click+Drag' on the Bezier 
Handle Control Points to add more curve, or to flatten, regions of the graph...to get different ‘acceleration’ and 
‘deceleration’ effects, (remembering that steeper is faster, flatter is slower), at different parts of the objects 'career' / 
‘journey' / 'path'... 

TIP: always add LAST keyframe i.e 'final resting position' first...so whatever you do before this point, the rotation will 
END UP precisely where you want it...also zoom out so can see 'beyond preview' to program the 'entry' trajectory of 
'Position' and 'Rotation' for your object, from beyond the screen, into the screen, then 'off screen'...as Preview is zoomed 
out, you can see all of the keyframes that are outside of the preview, and get the right 'feel' easier...because 'follow 
through' is so key to 'naturalistic' action, and if you follow through, even where people can't see what is happening, it 
makes what they CAN see more realistic... 


SWAPPING Positions 


move the CTI to where you want the 'swap' to happen...then Ctrl+C each object/shape/layer keyframe and paste it 
'Ctrl+V' on the OTHER layer, so the two objects/shapes swap position at this point in the timeline, or in the time between 
the last keyframe, and this keyframe...this gives you precise 'swaps' e.g of 'guitars' or 'clothing' or 'people' or just text 
(you added text wrong, to make it interesting, then, ooops, you realise and 'switch' the words back around so correct 
again...just for fun...to ‘'animate' an otherwise 'flat' and 'boring' and 'static' text/voice-over... if you want the ‘action’ to 
be a 'curve' i.e 'trajectory' rather than a straight line, 'scrub' (move / Click+Drag) the CTI to the point in time you want to 
be the highest point of the arc/trajectory, and select the layer in the timeline or on the Preview with a 'click', then 
‘Click+Drag' the object Up or Down and when you release the mouse, AE will add a new keyframe with this new ‘Position’ 
and you will see a red ‘arc' line / curve describing the actual 'path' the object has now been programmed to take e.g a 
flight’ 'over' a middle object, or a 'dive' 'under' the middle object...so if you have two objects left and right of a third 
middle object, one can ‘fly over it' and the other ‘dive under it' to exchange / swap places either side of it... like bride and 
groom and best man etc 'mess up’...or words that were in wrong order now corrected... 


Taking and viewing ‘snapshots’ 
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Hit'Shift+F5' to take 
screenshot of current 
frame 
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Keyframing 


@ After EtesCC Fie Ean Compostion Laye Elect Animation View Window Hsp 


with ‘keyframes’ can change / vary almost any 
property e.g color of square, opacity of square, 
position and scale/size of square, color or border 
around square etc over time, in time with music, or 
speaker i.e synchronised changes, precisely for 
each individual frame, or allow AE to gradually 
transform from one change to next, over time 


click on ‘triangles’ next to any „now can view individual frames and add keyframes i.e changes 
layerproperty toopenup _. _. at rate of 24 or30 changes / keyframes per second 

options, then.clickon ‘clock’ icon. = À 
to add blue diamonds at timeline If zoom in to individual frames, see have about 
points want changes to occur at 24 or 30 frames per second thus possible 24 or 
Wi 30 keyframes per second to 'animate' with 


zoom slider 


In LHS layers panel below, click on triangle to open up transform 
options e.g ‘opacity’, then click on 'clock' icon LHS 'Opacity' so blue 
diamond lights up, then click in timeline of layer to add a blue diamond 
/ keyframe...adjust level of opacity e.g '0' means transparent /invisible 
and ‘100’ means normal...so add one keyframe at start at'0' and 
keyframe at end '100' and AE will gradually fade shape / clip in over 
duration of clip or time between the two keyframes...Click+Drag blue 
diamonds to change location on timeline and thus time at which 
change begins or is completed at..DbI click to add more keyframes, 
Click+delete to delete keyframes 


ee click+drag CTI blue triangle to ‘scrub’ through 
s92 = clip and watch transitions / changes occur 


‘Opacity’ selected 
blue diamond activated by 
clicking on ‘clock’ icon 
click icon to delete all kfs 


keyframe appears as glowing blue diamond in timeline of layer 
Placing keyframes closer in time to each other speeds up transition/ change 


click on blue diamond / keyframe to change its properties using LHS options 
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Ameer + 
once keyframe blue 
diamond clicked on any 
time you move selected text 
layer in preview new 
keyframe at that point 
added and can see red line 
showing movement 
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Select keyframe 
then hit Shift+F9 
for 'Easy Ease’ 
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RHMC on keyframe to open listof options and 
select 'Keyframe Velocity’ so KV dialog opens 
up, then type values into ‘Speed’ mask 


Hit ‘U’ when you want to see what properties have been keyframed on any or all layers 


Hit ‘U’ on your computer keyboard and all the keyframes of all the Layers you have selected will be shown. Hit ‘U’ 
again to ‘hide’ them. This is a great way of saving screen real-estate, opening ONLY the properties that have active 
keyframe animation, then closing them to work on, for example, effects 
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Click on the ‘down triangle’ to ‘show/hide’ the ‘Transform’ and other ‘Properties, to ‘show/hide’ toggle the keyframes 
in the timeline to be visible or not i.e ‘show’ or ‘hide’ the keyframes with this ‘toggle’ 


With ‘selector tool selected from TLHC toolbar, any changes in position (clicktdrag) or shape (click+drag 
any blue ‘handles’ on shape edge) will be added as keyframe at current location of CTI in timeline 
below...so blue diamond will appear... move blue CTI marker or ‘scrub’ (click and drag it) or use Gontrals to 
move forward or back along time line / in clip, and make another change, and new diamond/keyframe 


added for these changes, and AE will gradually transition between two different 
keyframes/changes between keyframes shifttclicktdrag to 


AE adds dotted lines to preview when cone drag horizon 
clicktdrag showing change in onvertical so can drag 
position of object ..zoom out to drag object perfectly up ang 
object out of shot so it can then mov CoM OF actos EEEn 

in and out of shot over time 


click+drag blue CTI along timeline to ‘scrub’ clip, 
and find position for next keyframe / start-end point 
* of animation transition — 


Saving your OWN Animation Presets 


After EffectsCC File Edit Composition Layes 
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To save your own 
customized fx as presets, 
select effects in 'Effects 
Control’ panel LHS, and 
then choose ‘Animation’ > 
‘Save Animation Preset..’ 


Track in Boris FX Mocha 


Then to use this preset, go to anf 
‘Animation’ > ‘Apply reveal Porcar iat ws Aelastin 


Animation Preset." ie option 
below it 


MASKS AND SHAPES 


Whether the ‘Mask’ / ‘Pen’ / ‘Shape’ tool draws a mask or a shape, depends on whether you have a layer selected or 
not. To add a new ‘Shape Layer’, ensure NO layers are selected by clicking in an empty area within the LHS Layers Panel. 
Then ‘draw’ the shape in the various ways described here. To draw a mask, ensure the Layer you wish to ‘mask’ is 
selected, by clicking on it. 

Ctrl+Shift+Click to draw perfect circle, square, etc, with centred on current mouse position or hit ‘V’ to move 
anchor point to center of the shape (from the default center of preview) OR download the 'Move Anchor Point' 


plug-in from the web (and pay what you like for it!) and [Paste/save it in AE > Applications>Scripts] OR use the 
‘Align’ Panel RHS. 


with no layer selected AE addsmmeweellvOustitsi select alayer then drawea shape, it acts like a 

cookie cutter, ‘masking’ anything NOT 

ae SHAPES inside the shape MASKS Click on ‘Mask’ 
options to 
change the 
Shape ie reveal 
Or hide different 
parts of layer 
you put this 
‘mask’ on 


Crs withelayer selected, shape becomes 
a ‘mask’ you can now edit 


fno layer was selected, AE will adda ‘shape’ layer here 
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Here NO Layer is selected, so the shape tool draws a shape, and AE automatically adds a new ‘Shape Layer 1’ to the 
project. If a Layer had been selected, it would have drawn a ‘Mask’ which would could then be set to ‘mask’ or ‘reveal’ 
that part of the layer, or the layer below this layer, that is inside the shape 


to open options for ‘shapes’, clickthold on rectangle 


Double Click on the rectangle and AE will add a new 
layer, with a rectangle with an anchor point 
perfectly centered in the preview window, which 

= you can then edit using properties, and be ensured 
2 that any shapes you add are always perfectly 
centered with their anchor points perfectly 
centered, so they will rotate, transform etc from the 
exact same point, very important when layering and 
using pre-comps 
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if have NOT selected a layer, AE will 
add a new SHAPE layer...if you want 
to use this tool to draw a 'mask', 
then select the layer you want to 
‘mask’ first, and when you draw the 
shape, whatever is outside of it will 
be ‘masked’ 


@ After Effects CC 


Polystar ‘Points’ 


The ‘Pentagon’ (5 sided shape) is called ‘Polystar 1’. You can customise/tailor/modify this shape to produce anything 
from a circle to a very complex star, by clicking on the ‘right pointing triangles’ for ‘Polystar 1’ then ‘Polystar Path 1’, By 
changing the value for ‘Points’, you can change this shape to anything from a circle (by setting the value to ‘0’) toa 
triangle with ‘3’ points, to a square with ‘4’ points, to a very complex ‘star’ shape with as many ‘points’ as you like. With 
‘Outer Roundness’ you can make the ‘points’ as sharp or ‘rounded’ as you like. You can ‘keyframe’ ‘Rotation’ to make 
your star spin. You can have a circle morph into a triangle, then square, then pentagon, then hexagon, then Septagon, 
then octagon, then pentagon, then decagon, and so on. Change ‘Type’ by clicking on the RHS mask (the default will be 
whatever Shape tool your originally drew the shape with e.g ‘Polygon’). 
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Shape Fill Color 


ect Animation View Window Help 


Shape Stroke Color 


ect Animation View Window Help 


Shape Stroke Color 


Shape Stroke Width (in Pixels) 


ect Animation View Window Help 


Shapes as Masks 


Using either ‘mask’ tool i.e 
‘shapes’ tool or'pen' tool, can 
draw shape ... only what INSIDE 
shape will remain...what outside 
shape deleted, showing layer 
beneath 'mask' layer...'Mask' 
properties layer added to 
transform 'mask' e.g ‘feather 


remember can use ‘shape’ tool e.g polygon 

tool shown here, to draw masks, or can 

custom draw self with ‘pen’ tool, to choose 

what part of selected layer will ‘mask’ the 

layers beneath it, while revealing everything 

outside of the shape drawn 

Note below that new 'mask' layer has been added to timeline, with its own ‘layer properties’ such 


as ‘transform’ etc 
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You can draw ‘freehand’ shapes using the ‘Pen’ tool, by clicking ‘points’ into existence, then moving the mouse to a 
new position, and clicking again, to add a new point, and a line between the last two points you drew, and continue 
until you ‘close the loop’ and the mask or shape appears, as in the above example of a mask 


when you have drawn 
‘mask’ around what want to : 
‘keep’ and closed loop by 
joining first and last dot 

_ anything ‘outside’ of this 

tJ) ‘mask’ (in this mode) 

dissappears, revealing 
layer below it and 
‘masking’ only shape you 
drew 


drag duplicate clip layer want to make ‘mask’ from (to mask just part of layer below it) up above the TEXT 

layer ‘walking’ so have original mountain-sky lowest, text above it and mask of mountain-sky above text 
now text appears to move up from behind original layer mountain as duplicate masks part of text layer 
first below text, then as text moves up that layer, appears to rise behind mountain, in front of sky 


with selector tool selected, clicktdrag any point of mask to drag it to reshape mask 


Hold 'Spacebar 
down to move a 


maskaround «x Yà 
preview screen Mey 


while ‘drawing’ it 


Move point just drawn in same way (I've been undoing and redoing, 
but holding 'Spacebar lets you simply move it 


Holding the ‘Spacebar’ key on your keyboard changes the ‘selector’ tool into a ‘hand’ tool, which you can use to drag 
objects, shapes, and text around the Preview, to reposition it 


select TR HE Ren /‘mask tool any time you want to draw a 'mask' to remove area of a layer to reveal layers 


continue 
adding points 
masking sky using until have 
‘mask’ / ‘pen’ tool ‘drawn’ solid 
x a shape covering 
area of'sky' to 
make a 'mask' 


that removes : 
sky from this layer: 
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click on down 
triangle to open up 
masks and options 
e.g ‘mask feather 
to soften edges 


Ó Ate Cee CO Fe GA Compostos Lye fect Anrutor View Woaw Hep 


‘mask feather is great to graduate 
transition between mask and background, 
to blend them better, giving more realistic 
look, or just more aesthetic look 
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mask feather added for aesthetic effect 
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push handles towards 
point to ‘straighten’ line 
and pull them away from 
point to add more curve 
to the line 


Move the points and drag the handles using the 
-selection tool and then hold.’G* on-keyboard to. 
~~ change this back to ‘masking pen‘ toolto 


add further points 


Add more points than you think you will need, as they often come in useful later, and 
there is no way to add points to existing mask, so better safe than sorry 


With top layer selected in timeline, draw mask of closed loop shape and 
when join last pointarea beneath shape drawn revealed through upper 


_layer as shown here 
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€lick UNDER layers so NO layer 
selected, then click on ‘pen’ 
toolor'shape’ tool To start 
and stop click on ‘arrow’ 
tool, then click outside 
mask, then click on ‘pen’ 
tool again, with same shape 
layer selected, and start new mask, 
in same shape layer 


aoe 


Can draw any number of 

masks in same shape layer in 

this way. Then assign the 

entire shape layer a global 

eae J: ‘stroke’ color. Then de-select 

=) ALL layers, and start a new 
shape layer with ‘pen’ tool, etc z 
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Holding ‘G’ on eae keyboard to turn cursor into ‘Pen’ tool to draw shapes and masks 


CC File Edt Compcetion (ayer Effect 5 View Windom Help 


or select 'pen' tool here 
to draw mask on 


scu rrently- selected layer 


select layer, hold 'G', the 
draw a mask on current 
layer, with ‘pen’ tool 


Hold down 'G' on keyboard to change cursor into 'pen' tool to draw masks D 


‘Contents’ Property of Shape Layer 


the ‘contents’ property will add 
new 'shapes' rather than new 
layers, when adding multiple 
shapes to a layer 


Setting Mask to ‘Subtract’ 


—— 
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— Change the default ‘add’ (which removes stuff outside the 
shape) to ‘subtract’ so we can delete what is INSIDE this Pepe 
to remove something extra from the layer we don't want 


add a second mask 


Masks, like shapes, are by default set to ‘Add’, but if you want to ‘hide’ the content INSIDE the shape/mask you have 
drawn, you need to click on ‘Add’ in the Layer, to open up the other options, then click on ‘Subtract’ 


Masks will appear 

something like this, 

showing gaps where 

masked object has 

been removed, now 

time to replace them ~ ; - 

; ; below new 
with background using anent 
AE's new feature 7 A i 

aware fill 


tool 
preview 


I've enla rged LHSseyowean 
see Masks are set to ‘Subtract’ 
so masked area ‘subtracted’ 
from layer as seen above 


AE adds new 
‘masks’ layer to 
allow fine tuning 


AE automatically adds a ‘Mask’ Layer or if you have multiple masks on the same layer, a new ‘Mask’ within the same 
layer, which you can open up using the ‘down triangle’ to fine-tune your mask properties in many useful ways 


NEW Content Aware Fill Tool 


select ‘mask’ (pen) tool x 


_ use tool to draw 

mask around 

' the light pole 

~ © inthe clip, and 

* join last dot to 
first dot to fully 
enclose lamp 
in mask 


Mask layer added by AE, click on to show options, and 
select 'None' so now can see not just masked area, but 
entire layer, with mask drawn around object / area 

as seen above 


zoomed inon 
BRHC new ‘content 
aware fill’ tool 
preview window 


r 


e 


as you play or scrub through clip, the thumbnail preview will show 
the masked out lamps moving relative to the rest of the layer 


click on ‘Generate fill layer and AE analyzes clip and replaces mask 
with background behind it, masking it with actual background, so it 


appears to dissappear from clip a-la cloak of invisibility / predator ———SSS: 
‘create reference frame’ opens current frame in photoshop for editing — 


MASK BASICS 


RESIZING SOLID LAYERS TO FORM SHAPES SUCH AS SIMPLE VERTICAL BARS 


Can resize solid layers into shapes, using 'Scale' to resize and reshape, and 'Pen Tool' to mask out what don't want 

Can use 'Shapes' Mask to 'Click+Drag' out shapes 

Hold 'Shift' while 'Click+Drag' to drag out perfect circle (ellipse tool) or square (rectangle tool) 

'Shift+Ctrl+Drag' produces a circle / square whose center is the position of your cursor on the Preview i.e with this 
point as center 

Use 'Fill' Top Menu to 'fill' shape with the color your choose i.e click on ‘color square’ RHS of 'Fill' to open dialog where 
can change color 

Hit 'Ctrl+Y' to add new Solid Layer, and use ‘dialog’ to change color and size. Then use this layer to draw a shape using 
the 'Pen Tool’ i.e by masking out part of solid layer...then can reshape by 'Click+Drag' ing on Control Points, and adding 


new Control Points by 'Clicking' on the Mask... Shift+Drag gives perfect circle/square...Clicking on a side of the mask, then 
holding 'Shift' while 'Dragging' it, constrains the movement to one axis i.e vertical or horizontal, based on whether you 
drag it left-right or up-down...And if you hold 'Y' key on keyboard, you can 'Click+Y' on Anchor point and move it around 
(Y is keyboard shortcut for 'Pan Behind Tool’ you can click on in Top Main Tool Bar... TLHC AE Workspace...selection tool, 
hand tool, zoom tool, rotation tool, camera tool, Pan Behind Tool, Shape tool, Pen Tool, Text Tool, Brush tool, Clone 
Stamp Tool, Eraser tool, Roto-brush, Puppet Pin Tool...from left to right... 


‘Mask Path' for a shape is, by default 'Shape...' i.e the outline of the shape 


Remember you can keyframe, i.e animate, Mask Path, Feather, Opacity, and Expansion, though I have yet to do 
this...Hmmm... 


Hit 'Shift + Ctrl + Y' (or go to 'Layer' > 'Solid Settings') to open ‘Solid Settings' dialog and change color, width, height of 
solid Layer 


With Layer Selected, Click on TLHC 'Pen Tool’'...or Hold 'G' to change cursor into 'Pen' tool...to draw masks... click to 
add control point, then click somewhere else and AE joins control points with straight line...but if you want a CURVE, you 
‘Click+Drag' at your first point to add a control point with ‘Bezier Handles’, then 'Click+Drag' at a different spot, then use 
the 'Bezier handles' to shape the curve i.e flatten by pulling out, steepen by pushing in, the control points on the ends of 
the handles that appear when you 'Click+Drag' with the 'Pen Tool’...(remember you have to 'Click+Drag' to get the 
curves...just drag a little in the preview until you see the 'Bezier Handles' appear either side of the new control point you 
just added, and the curve appear between this new point and the previous point)...With Layer selected, once you 
‘complete’ 'Mask 1' by joining the last point to the first point, you can start a new 'Mask 2', that will appear in the same 
Layer... 


Hit 'M''M' to open up 'Mask' Properties i.e Path, Feather, Opacity, Expansion...can now keyframe animation, to make 
Mask change position, for 'Masking' to 'track' the object you are masking / green screening...or to make mask appear to 
‘grow' out from left, to right...using 'Mask Path’...first move CTI to where want first or last keyframe, then click on 'clock' 
icon to add first keyframe at this position...now if you move CTI and change any value, or 'Click+Drag' any Mask control 
points, AE will add a keyframe at that point in the timeline that 'stores' whatever changes you made e.g Position when 
using 'Mask Path' of one or more control points...by 'Click' ing on ‘Selection Tool' TLHC and then Double Clicking on Mask 
outline, to bring up all the control points i.e for corners, midpoints of sides, and center of mask...can then, for example, 
Move CTI back to frame 1, then 'Click+Drag' the midpoint of the far right side, and drag this Mask side left, until the Mask 
dissappears ... so we now have two keyframes, one for this, and one for the fully extended mask...say a rectangle...so that 
when we now 'scrub' or 'playback' the clip, the mask (and shape it appears to be i.e by showing color of background 
through this layer, or inverted showing only the Mask itself, and not the background layer of the composition) appears to 
suddenly 'grow' out of the left hand side of the Preview, into a long rectangle that almost reaches the other / right side of 
the preview...a rectangle 'shooting out from the left'...Can 'Click' on 'Motion Blur' box to add simple motion blur to 
movement...Can use 'Mask Expansion’ the same way we'd use 'Scale' for a Shape Layer...only what we are doing is 
‘revealing’ the layer beneath...like opening eyes, and ‘startled’ i.e open eyes wider than usual, showing 'p.o.v' of a 
subject... 


Line appearing from center of screen, extending up and down, and when reaches maximum extension text appears to 
grow out of it, first to left, then to right e.g Wake up and ... Smell the Roses...in sequence...just another way to make 
otherwise boring static text of speech an ‘action graphic’... Make 'line' out of white solid, which you resize into vertical 
bar...and Align Horizontally and Vertically in center of Preview...2.27mins...So far you have taken a full screen sized solid 
layer and re-shaped/re-sized it down into a narrow vertical bar centered in the Preview...You can now reshape/resize this 
using keyframes, over time, to animate it...have it change position and move around the screen...or have it appear to 
grow out of nothing (moving its anchor point to the center of the vertical bar) by scaling it out from this anchor point, 
setting the value for 'Scale' at frame 1 of this Solid Layer to value of '0', then moving CTI to where you want it to complete 
its 'miraculous appearance’ at full size, and set the 'Scale' value to '100', or whatever value gives you the final look you 
want the vertical bar to have...so now when you 'scrub'('Click+Drag') the CTI forwards, or hit 'Spacebar' to 'playback' , or 
'Click' on the transport control for 'Play' on the 'Preview' Panel at the far RHS of the AE Workspace, where the 'Character' 
and 'Align' and ‘Effects & Presets’ reside (write up list of all 'Panels' in this Panel so can refer to it quicker, maybe call it 
‘Effects & Presets' Panel?), a vertical bar appears to grow out from the center of the screen...you can add some 'bounce' 
at the end if you like (overshoot and return to final rest)... Now you will want to arrange for your text to appear ‘out of' 
that bar, moving left, to fill the LHS of the preview, maybe bounce too, then have the remaining text appear ‘out of' the 
RHS of the vertical bar, moving right, to fill the RHS of the preview, again with some 'bounce' to add interest... 

BUT FIRST: you can do the same thing with a Solid Layer that you do not reshape or resize at all, but simply place 
‘beneath’ another Solid layer of a contrasting color...and then use a 'Mask' to expose just a thin vertical bar of the layer 
beneath...and then animate / keyframe the 'Path' of this 'Mask', to get the exact same look...and this can be quicker and 


easier than resizing/reshaping a Solid Layer and 'Scaling' it... 

NOW to the ‘text popping out either side’...you can use two text layers, and 'Scale', with the Anchor Point on the RHS 
of the text layer that will be popping out the LHS of the vertical bar, and the Anchor Point on the LHS of the text layer that 
will be popping out of the RHS of the vertical bar...and then 'Click' on the 'chain' icon for 'Scale' for both, to 'break' the 
chain, so that we can 'Scale' ONLY the Y axis, the SECOND value, from '0' to '100' etc i.e so the layer will 'Scale' from 
nothing to full size, from these Anchor Points, at the times we determine by moving the keyframes along the time line 


BUT we can also get the same effect using ‘Masks’. First ‘Position’ both Text Layers so they are the same distance or 
whatever distance you want them to finally 'come to rest at' from the vertical bar, and in the Preview...so this will be 
where the Text finally 'ends up' after your animation is complete...Now we want to save these 'Positions' as keyframes, so 
we Select both Text Layers, by 'Click' on one, then 'Ctrl+Click' on other, and hit 'P' on keyboard, to open ‘Position’ 
Property for both Text Layers...we move the CTI to the position in the timeline when we want all the action to have been 
completed by / to end, and with both Text Layers still selected, we click on the 'clock' icon for 'Position' for either one of 
them, and AE will add new keyframes for 'Position' to both of them, at this point in the timeline, under the CTI, and their 
‘blue diamond' icons for 'keyframes' for ‘Position’ will be lit up blue, so that now any changes to 'Position' we make, 
either by 'Click+Drag'ing the Text Layer in the Preview, or by changing any 'Position' values in the Layer Panel LHS, will be 
‘saved' as new keyframes... 


Select Text Layer of RHS text, and use 'Shape' tool to draw a rectangle around the text, which because the Text Layer 
has been selected, will draw a Mask...and add a 'Mask 1' to the Text Layer, at the same Position of the text...Drag it out 
/shape it so that the LHS of this Mask rectangle is flush with the RHS of the vertical bar centered in the Preview, between 
the two texts...REPEAT for LHS Text Layer, selecting Layer first, drawing box with Rectangle Tool around it, which will 
become 'Mask 1' for this Layer, and drag/shape RHS of rectangle mask so flush with LHS of vertical bar centered in the 
Preview between the two texts... NOW we want to animate the 'Mask Path's for both Layers Masks, so that the Masks 
‘open up to reveal the text hidden behind them in an aesthetically pleasing manner’...remembering that the default mask 
HIDES everything NOT inside it...so if you reshape/shrink-and-grow the mask over time, it will appear as if the text is 
appearing out of nowhere (from behind the mask i.e everything OUTSIDE of the mask box), and 'growing' or 'emerging' 
from whichever side of the Mask we 'grow' the MASK out from i.e when Mask is just straight thin line, it masks everything 
on the Layer IT has been drawn on...i.e 'Masks' mask the actual Layer you are drawing on...so in our case we have a TEXT 
Layer we are masking...in default 'Add' Layer Mode, this means that what is INSIDE the Mask will be 'shown' / 'visible' and 
what is OUTSIDE of the Mask will be 'covered' / 'hidden' a.k.a 'Masked'... 


SO we Ctrl+Click to Select BOTH Text Layers, then hit 'M' twice i.e 'M' then 'M' on the keyboard, to bring up / open up 
/ toggle 'visible' the 'Mask Path's for both Layers, then 'Click' on ONE of the 'Mask Path' 'clock' icons for ONE of the two 
TEXT Layers, to enable Keyframing, resulting in AE adding a 'blue diamond’ keyframe to BOTH Text Layer's 'Mask Path's in 
the Timeline, and the 'diamond' icon for BOTH Text Layers 'Mask Path's now being lit up BLUE...THEN hit 'U' to bring up/ 
open up / toggle visible, all the KEYFRAMES for both Text Layers...So we now have 'Position' and 'Mask Path' keyframes 
visible in the Timeline...What we want to do now is animate / program / keyframe changes to the 'Mask Path' (another 
way of saying 'Shape of the Mask’ or 'Outline of the Mask’, basically the Control Points and lines joining them are the 
'Path', so we are really animating the shape / outline of the mask, so we can make the Mask change shape over time, and 
in doing so change position also, though we use the term 'Mask Path’ to distinguish this from the the ‘Position’ 
property...!!!) ... 


So we are now going to animate the Mask Path's ... so that the mask ‘opens up' to 'reveal' the text in a satisfying way, 
that can make even otherwise boring text 'reveals' a more enjoyable, fascinating, rewarding, satisfying, pleasing, and 
interesting experience than the movie these 'Credits' introduce ... or at least buid up the excitement FOR that film, or 
establish whatever other TONE the film is going for, from the get-go...so that the television 'credits' and 'theme song' add 
several minutes of cheap (because made once, repeated for every show) 'screen time’ ... remember t.v is about selling 
YOUR attention to advertisers and propagandists, so you are a 'captive audience’ for the adds, product placements, and 
general propaganda the 'program' was intended to promote... 


SO, now we select our Mask path Keyframes for BOTH text Layers (Click and Drag box around keyframes to select / 
highlight them, then Drag any one of the keyframes RIGHT in the Timeline, to the point in time / frame when you want 
the 'reveal' to be completed by...so this is where the Masks for BOTH Text Layers are going to reach their FULL SIZE and 
thus 'reveal all’ of the text ... 


NOW you might leave the Masks static, and change the 'Position' of the Text, so that the TEXT begins OUTSIDE OF THE 
MASK (box), and as it enters the Mask/box, it is incrementally revealed ... think of the 'Mask' box as a piece of paper that 
you've cut a rectangle out of...you place it over your text...then drag the paper Right or left, so that the Text 'appears' 
from one side of the cut-out, as you drag it across, and gradually 'reveals' all the text under the piece of 
paper...remembering the ONLY bits of the Text BELOW the paper that can be seen are those in the bit you CUT OUT of 


it...) would start lesson with such a demonstration...just using any text, and a piece of paper with a rectangle cut out of 
it...now you can show that by moving EITHER the paper with the cut-out, OR the page with the text below it, you can 
make that text APPEAR in the cut-out shape...gradually...as if ‘being writting’ or 'emerging out of the side of the cut-out 
shape’... 


In videos people often FAIL to explain WHAT they are moving / animating...so in vid now watching took a LONG time 
to work out was changing 'Position' of the Text (NOT the 'Mask Path’), so that the TEXT, beneath the 'Mask 1' drawn, was 
moving, from OUT OF the 'Mask Path 1' (i.e the Mask shape / box) INTO the Mask (cut-out)... like getting an actor to walk 
out from behind a wall ... they are 'Keyframing' 'Positions' for the Text, so it starts OUTSIDE the Mask / box, then ends up 
completely INSIDE the Mask / box, and thus gradually 'emerges from' for 'grows out of' the side of the Mask (which as the 
viewer never sees the 'Mask Path' i.e shape / rectangle / outline, looks as if the Text is just 'growing out of' 'emerging 
from’ the vertical bar in the center of the preview... 


To be more precise...We have 'cut-out' two 'Masks' on either side of a vertical bar... Text OUTSIDE OF i.e to the left or 
right (or top or bottom) of these 'Masks' will NOT be visible to the viewer...ONLY as the TEXT MOVES INTO these 'Masks' 
is the text 'revealed' gradually...so The LHS Text must FIRST be moved to a 'Position' RIGHT of the vertical bar, with a 
‘Position Keyframe'’, or by moving the CTI to the final position in the timeline, then 'Shift+Click+Drag' the Text Layer RIGHT 
so the text is on the RHS of the vertical bar, and thus OUTSIDE OF the 'Mask' that ‘butts up to' the LHS of the vertical 
bar....show this with cut-outs i.e paper...cut out 'Mask' i.e rectangle shape big enough to hold text, from one piece of 
paper, and place it over a piece of paper with the text on it...then move the bottom piece of paper RIGHT until the text is 
not visible...then drag that piece of paper LEFT so that the text 'emerges from' the RHS of the cut-out 'Mask' rectangle in 
the piece of paper on top... 4.55 mins 


NOW we have two layers of Text, and each have their own 'Mask 1' on them...moving the mask OF one Layer has no 
effect on the others, so they can overlap...you 'Click' on the 'Mask 1' in the Panels LHS for the 'Mask' you want to make 
‘visible’ i.e 'show' in the preview, as a rectangle made up of control point boxes joined by lines...and use 'Mask Path' to 
move the Mask, or re-shape it over time to 'reveal' that part of that Layer at any time that you choose...and conceal the 
rest...so anything outside the 'lines' simply isn't seen by the viewer...they don't get to 'see behind the scenes / masks / 
curtains you have drawn...they have no idea what is there, until you move or reshape the 'Mask' to reveal it... 


So you will use 'Mask Path’ 'Lock' the Mask into a position on the screen, as the text moves from outside of it, and 
enters it, becoming visible, then again if you like, continuing out the other side of the mask rectangle, appearing to be 
‘eaten up by' something, or simply dissappearing behind something they cant see...like in my 'wormholes' animation...| 
added the 'wormholes' after, but the text is really just entering and leaving a Mask...all 'tricks' are done by manipulating 
expectations and 'correlations' and 'precedence-antecedence' and ideas of cause and effect, generated by 
association...with sound effects adding greater realism, as they give more representations and representation systems to 
associate with ... e.g noise associated in viewers mind with ‘explosions’, 'turbulently displaced dust rings associated in 
viewer's minds with shock waves...the 'reactions' of people really standing in airconditioned safety, in front of and on top 
of 'green screens' to 'the horror'...and the reactions of other viewers in the audience...(for comedy a ‘laugh track’ will 
‘cue' your audience as to what was intended to be funny, so they can feel secure in laughing, or act, if they fear others 
might consider them lacking in 'a sense of humor' or the intelligence to 'get' the joke / pun / reference... 


In video simply two masks on two text layers...the masks initially HIDE all the text on their layer...and 'but up against’ 
the vertical bar in the middle of preview...then the 'Position' of the text is keyframed so the text moves left on one layer, 
and right on the other layer...in both cases INTO the masks placed on THEIR Layer, ON THE OTHER SIDE OF THE VERTICAL 
BAR...so that, the moment any part of the text moves INTO that 'Mask' rectangle, it becomes visible...and as it moves 
gradually, it 'reveals' gradually, as if 'growing out of' that vertical bar...but think of that vertical bar as two curtains 
handing in the same spot...with two people...one standing behind both curtains, and the other standing in the gap 
between the curtains, each then walking out from behind the curtain (vertical bar) left and right...now if the curtain was 
the same color as the background and foreground, so it was ‘invisible’, it would appear as if the people had 'emerged / 
appeared’ magically from the same spot... 


MHR So alternative to 'Scaling' the Layer, you can draw a mask, Scale its 'Mask Path' down to a tiny point, then have it 
‘expand’ over time, so that it 'reveals' more and more of the Layer as it grows... use such examples / excercises to really 
'grok' what 'Mask' and 'Mask Path' keyframing is all about...remembering to 'Click' on the 'clock' icon for 'Mask Path' any 
time you plan to keyframe the position or shape of a Mask... 


Create Mask and Shape from text (though not as good as my manual version of Masks!) 


RHMC text layer > 'Create' >'Mask from text' (or ‘Shape from text’) 


on 


Roto Brush (the other masking tool in AE) 


Change default 
‘Edge Detection’ 
"Favor Current 
Edges’ 


Check-box for ‘Motion Dumping’ ‘View Search Region’ 
then drag green marker below right, and yellow bounda 
will appear. Increase value for ‘Search Radius’ and ‘Motion 
threshold’ to thicken search area. Default AE settings junk! 
Adjust ‘Motion Damping’ until get line a few pixels thick 


pam a big fat line. down middle of subject, and AE will rotobrush the outline. Now 


increase contrast using Effect > Col or Correction > Levels and maximise the contrast of 
the Red, ‘Blue, ‘and Green channels, by pushing slider in from each side. Then add 
‘Unsharp Mask effect to layer. Then drag ‘Rotobrush' in fx panel down so it is the lowest 
< effect in the chain, and 

benefits from all the 

previous fx chain used 

to increase Contrast to 

benefit AE. 


Correct way to use rotobrush is to pain thick lines ONLY INSIDE subject, like below, then leave the selection to AE 
AE will add the purple mask, as below, based on the one thick stroke shown in our example | 
Think'skeleton and not skin’ when rotobrushing. Do NOT trace the outline. Mark out the ‘skeleton’ as below. 
~ Repeat, with 
: same big 
strokes, but 
sometimes 
smaller 
brush. Then 
Alt+Click+drag 
OUTSIDE of 
subject, again 
¥ = big fat strokes 
and NOT trying 
to trace outline, 
but instead 
letting AE 
do the work. 


SEASON 2 


ti 


| 


layer, so it now appears that the text moves ‘behin is foreground object (go crazy and add layers 


behind different elements of text, so text appears to be moving behind, in front of, between objects) 


Working with Expressions 


Help > (expression) > selectexample 
= for that expression 


on or r 
QaussMandormimerValOr Array, Mar Va Aray 
net vetealOy Arv ry) 


x C 
division is / (forward slash) 
Addis+ (plussign) Minus is -sign 


Times is * (Asterix) — : ans s 
A E lene 200 gives one rotation per second 


expression hit Ctrl+Enter time*(360 / ‘length of clip in seconds’) gives one rotation during clip 
e.g hour clock hand time*120 and second hand time*10 will give 
ou an accurate clock, ifyou anchor two gifs in center as in above 


€tickon the circled icon to open up options TOPEXPIessions ‘(en Eien to copy any expression and Ctrl+Y to 
nti m > paste it e.g so X and Y rotations match, so two} 
= Gs) mie ae s z i Mobjects move around center at same speed, 
a | but in different axis horizontally and 
a iy ertically going ‘around’ it 


Alt+click on any clock [im 4 it gives examples of use..choose ONE of the options in the brackets, 


Property 


icon for Expressions $ § and write it exactly as shown i.e with THAT option IN brackets !! 


Marterkey 


“Want a particular Wiggle? i 
RHMC on layer and choose oye Sy You can take any ‘expression’ effect, and 


‘Keyframe Assistant’ >'Convert edit it precisely by converting what AE 


= b E 


beet ee 


Text 


fe ies CO Fee Eee Composten Layer Emect Asemation Vew Whw ho 


click on ‘selection tool’ 
and text is highlighted 
with red point box and 
can now write or edit text 


click type tool in preview 
window AE opens typing 
options RHS and adds 
layer in timeline 


If you click on the ‘Text’ ‘T’ icon in the top AE menu / tool bar, and click anywhere in the Preview, and start typing 
something on your computer keyboard, AE automatically adds a ‘Text Layer’ to your Project, in the ‘Layers’ Panel. To 
change the font and other text properties, click on the ‘Character’ Panel on the RHS (If it is not visible there go to 
‘Window’ > and check the LHS box for ‘Character’). As with any word processing program, before you can change the text, 
you first need to ‘select’ it i.e ‘highlight’ it by clicking on it or Clicking+Dragging on it. Make sure you have the correct 
layer selected in the Layers Panel. You can select the Text down in the Layers Panel, or by clicking on it in the Preview. 


Click on main top menu ‘Text’ (‘T’) icon to open options for ‘Horizontal Type Tool’ or ‘Vertical Type Tool’ 


File Edt Composteoon Layer Effect Ammon View Window Help 


Emulating real-time handwriting 


with ‘Trim Paths 1' we can now add the ‘handwriting’ effect 
click on ‘stopwatch’ for 'End' and ‘move CTI to start set to '0%', 
then drag CTI to end, and set'End' to '100%' 
now the line will ‘emerge’ behind the object, as if being 
‘drawn’ BY it i.e ‘handwriting effect’... make object a colored 
light, so lights appear to magically draw the text 


Final step is to have line emerge behind object e.g like handwriting effect, in 
this example the line emerges from behind the arrow object as it moves 
“along the path earlier 


select ‘line’ layer i.e path 
we drew, RHMC on ‘Add’ to 
open menu, and choose 
‘Trim Path’ option 
(down need bottom of list not shown fully here) 
adds ‘Trim Paths 1' shown RHS options 


Drop Shadow Effect 


Keeping a text layer in focus when using 3D cameras 
Tee ee mem ree - a Be E OB eee) 


ror 


ANIMATION” 


‘Set Camera Distance to Layer can be keyffamed 


CTRL+Click text layer and ‘Camera 1’ layer at LHS, then RHMC to choose ‘Camera’ > 
‘Link Focus Distance to Layer to keep that layer always in focus (using the anchor 
point of the text as the reference so sometimes it may still look out of focus) 


Special Characters 
4PAVoCGalli—OOVveses§ 


(Check out the links in the article!) 


SOP Meee Me i: 
SUM V9 ODODO 


These are some ‘special characters’ available in some fonts, which can come in handy...but first have to work out which 
fonts they ‘live’ in 


PRESETS for text effects 


Write some Text with the 'Text' tool, to add a new 'Text' Layer...you simply 'Click+Drag' any Effect or Preset from the 
‘Effect & Presets' Panel at the far RHS of the AE Workspace, and 'Release' your mouse over the Layer, to add that effect or 
preset to that Layer...the 'Project' Panel then takes on its alternate role as 'Effect Controls'Panel, and the Effect Controls 
for the effect or preset you have just added to the Layer appear here (The Far LHS 'Project/Effect Controls' Panel). Also 
you can click on the 'right pointing triangle’ LHS of the Layer Name in the Layers Panel BLHC to open the ‘Effect Controls’ 
in the Layer, and Keyframes for the effect controls will appear in the timeline whenever you click on the 'clock' icon for 
any Effect Paramater / Control / Property... 

Go to RHS Panel, 'Click' on 'Effects & Presets' Panel if 'closed' to 'Open' it and 'show' all the folders...Click on the ‘right 
pointing triangle’ (drop down menu triangle) at the LHS of 'Animation Presets' to open this folder, then 'Click' on the 'drop 
down menu triangle’ LHS of 'Text' folder to open this drop down menu...and you will see more folders containing text 
animation options which you open in the same way, by clicking on the 'right pointing triangle’ / 'drop down menu 
triangle’... 


‘Animate In' and ‘Animate Out' folders great place to start 


Decoder Fade in is cool...text appears to be typed out, small to Caps...quick and interesting...N.B hit 'U' to open 
keyframes to edit the speed of the preset by dragging the RHS keyframe left to speed it up, or right, to slow it down... 


Slow Fade On nice simple L to R fade in of text 
Stretch Out Each Word...text gets sucks into vacuum to LHS, one letter at a time... 
‘Fill and Stroke’ > 'Pulsing Strokes’ great ‘flicker and pulse’ effect 


'3D Text' > '3D Flip In Rotate X' cool 


CC PAGE TURN 


Simulates paper page being turned...type ‘page’ in 'Effects & Presets' Mask ... in Effects Controls Panel can change 
‘Fold Position’ by clicking on the ‘black circle' icon to LHS of 'Fold Position’ co-ordinates ... a 'crosshairs' appears, which 
you Click+Drag to animate the page turn...click on the 'clock' icon to keyframe the actual 'folding' over time of the 'page’... 
Use 'Fold Direction’ to change point from which fold begins...'Light Direction’ impacts BACK of page...can 'Render' just 
front, back, or both, and change 'Back Opacity' and ‘Paper Color'...so can have double sided, same image, or just front, 
with white etc back i.e one sided e.g photograph...great for typical 'time flying by' collage, or animated book, calendar i.e 
to give quick teaser preview of book / calendar... 


RAM PREVIEW 


This is last, far RHS icon/button/control in 'Preview' Panel (Transport Controls)...hover mouse over 'RAM Preview'...but 
what is difference to using simply 'Play' button???? find out !!! Can also hit '0' on RHS Number Pad of keyboard, or hit 
'Ctrl+0' to 'RAM Preview' 


SWAPPING LAYERS 


Select Layer in timeline...Hold 'Alt' while select new file in Project window and 'drag' it onto Layer either in LHS panel 
or in actual timeline ... 


MAC OPTION is WINDOWS ALT (Alt)... MAC COMMAND is WINDOWS CONTROL (Ctrl) 
The Project/Effects Control Panel 
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note TABS aefoss top of 

comp window, click on 

TABS to open the 

cormesponding window in 

the same panel e.g now 

‘curves’ fk GUI activated, 

click on right TAB or left TAB 

to 'show' original comp ee 
project window or other = BES 3 - vz 
window open in . ; 
‘background’ 


Basic Color stuff 


System Color Picker and saving custom colors 
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now when click on color box anywhere, this ‘color dialog appears, where you can customise colors and 
save them to ‘Custom Colors’, to have your own color scheme for each project, or for adding more 
colors to different layers then AE offers as default 


System Color Picker and saving custom colors 


3D Layers (the power of the THIRD ‘Position’ value) 


If you DECREASE the THIRD VALUE of 'Position' to a very high NEGATIVE value by 'Shift+Click+Drag' LEFT, for 3D 
enabled Layers, the object 'disappears' 'BEHIND' the virtual camera that is your viewers ‘Point of View'. The object / layer 
will also move OFF THE PREVIEW and thus OUT OF THE PREVIEW, leaving a trail of blue lines behind it, to mark its 'Path'. 
If you drag the object in the same direction, BY the Blue Z arrow, out of the Preview, you would notice the THIRD value 
for 'Position' become a very large NEGATIVE value, as you dragged the object/layer. 


First the object appears to move closer and closer to the viewer, and foreground, moving forwards to the viewer, then 
it is 'right in your face' and all you see is the color of that part of the object / layer the anchor point is centered on, and 
then suddenly NOTHING, if you have just one layer with a black background (or whatever is DIRECTLY BEHIND / UNDER 
the object / layer i.e the layer BELOW it in the Layers Timeline... 


So you can do a ‘fly by' of planets in a solar system. Or of people in a crowd. Or of mountains in a mountain range. Or 
shops in a mall. Or have text logos seem to dramatically / cinematographically appear from 'BEHIND' the viewer and 
appear in front of them. 


So you could film a 'party scene’ or take an old photo of a group gathering, and duplicate it, masking out most of each 
layer, so that you can then add 'depth' to the still frame, by moving each person / object / subject in the Blue Z axis, 
moving them forwards and backwards, relative to the viewer. And with video, you do 'magic' to individuals and objects, 
changing their hue/saturation/color/opacity/scale/size/ glow/position and turn them into 'puppets' and so on. 


Use THIRD value of 'Position’ with 3D Layers, and 'Shift+Click+Drag' to zoom right into object and even out PAST object 
i.e through it...using HUGE numbers...work faster holding 'Shift' Key and dragging THIRD value slider of 'Position’ i.e Bluez, 
or can 'Click+Drag' on BlueZ arrow in Preview, UP TOWARDS RIGHT HAND CORNER OF PREVIEW...but using VALUE SLIDER 
often easier/cleaner/faster...TIP: observe what happens in Preview as 'Click+Drag' value slider, and increase / decrease 
the value, as AE adds a blue line with control point boxes, as the object / Layer selected changes position, in this case 
BlueZ axis (away-from/towards viewer, backwards/forwards)...so you can become familiar with AE and can 'Click+Drag' 
objects in the preview in the same direction, to get the same effects as changing the value slider values by 'Click+Drag’ ... 
You will note that DECREASING THE VALUE, by making it a larger NEGATIVE value, zooms in, and brings the object closer 
to the viewer, to the foreground, forwards, zooming in, and making the object appear to grow in size, WHILE AE ADDS A 
BLUE LINE TO REPRESENT THE PATH OF THE OBJECT ALONG THE BLUE Z AXIS, UP TOWARDS THE RIGHT HAND CORNER OF 
THE PREVIEW... and INCREASING THE VALUE moves the object/layer backwards, away from the viewer, zooming out, and 
making it appear to shrink in size. That blue line will also 'shrink' back to its source, down to the left. This is good ZEN 
observation training. Start doing this any time you 'try and see’ and ‘learn like children’, by trial and error, and highly 
motivated, intense, curious, observation! Adults ‘know it all' so they don't expect to learn anything ,and so they don't 
really pay attention...thus the words attributed to Jesus 'You must come to me AS children’ i.e a ZEN Jesus! 


3D Vis a Vis Cameras 


Note that using 3D ona single layer, without a Camera, will just appear to move your image left, right, up, down, and 
to 'scale' it bigger and smaller. It is not until you either add other Layers, with objects/subjects on them, as 'backgrounds', 
that your object takes up the 'foreground' status, and really begins 'coming to life’. So be sure to start a simple project 
with 3 Layers, so you can play with a 'foreground' Layer, a 'Mid-ground Layer’, and a 'Background Layer’, and different 
‘Camera Views' so you can really 'separate' these Layers using the THIRD value, Depth, as ‘distance from viewer', moving 
objects 'Forwards' and 'Backwards'. 


Hover the mouse cursor over the 'cube' icon to the RHS of 'Layer Name' in the Layers Panel, and '3D Layer-Allows this 
layer to be manipulated in 3 dimensions’ appears. If you 'Click' in the box beneath this icon, for any Layer, AE adds the 
same 'cube' icon to the box, indicating that Layer can now be manipulated in the 3 dimensions of Length 
(Red),Height(Green), and Depth (Blue). Think of the viewer sitting in front of their screen as a Camera. So each value 
represents a distance between the camera/viewer and the object. Increasing the value for which is 'distance from viewer' 
which equates to Width. When you do this, the following 'Properties' appear under the Layer Name for the selected 
Layer. 'Scale' (with three '%' values for these 3 dimensions), and ‘Orientation’, with three 'Degree' values for the X, Y, and 
Z dimensions, namely Left-Right, Up-Down, and 'Forwards-Backwards'. 'X Rotation’. And 'Y Rotation’. If these Options are 
not visible, click on the 'right pointing triangle’ to the LHS of the Layer Name, to 'show' / 'open' them. 


TIP: it is easy to get confused between the actual original size of your object, later scaling done TO it, and the Z / BlueZ 
‘distance from viewer' and ‘distance relative to the other layers' i.e 'depth' at which the object / Layer has been PLACED. 
And to end up changing the size, by scaling, when you mean to change the 'depth' of the Layer/object. So pay attention to 
the THIRD value of 'Position’...set it back to '0' and set 'Scale' back to '0' to see the object in its original size... THEN use the 
THIRD Z / BlueZ value to change the 'Depth' of the object / Layer i.e distance FROM the viewer in the Z axis i.e moving the 
object forwards towards the foreground and towards the viewer, or backwards, away from the viewer, into the 
background. 


DO THIS: import a simple object. Or 'draw' a simple shape that takes up less than one third of the screen. Now 
Duplicate the Layer with 'Ctrl+D'. Rename the 'Uppermost' Layer 'foreground'. Rename the Layer beneath this 
‘Background’. Because by default this is how AE treats Layers. Change the 'Position' of the Uppermost 'foreground' Layer 
so it covers/masks only PART of the Layer beneath. Enough so that you can see the overlap. So you can see that PART of 


the LOWER 'background' Layer is masked/covered by the UPPERMOST / 'foreground' Layer. Now Enable 3D for both 
Layers. This is the best way to 'grok' what the Z axis is all about. Because we are now going to 'push' the UPPER 
‘foreground' Layer/object backwards, away from the viewer, and into the 'background', by 'Click+Drag' ing the Bluez 
Arrow (pushing your mouse up or down on your desk to push the object further away (UP your desk), [You would pull the 
object closer by dragging your mouse DOWN your desk]. As we 'push' the object 'backwards' along the Z axis with the 
BlueZ arrow (or by INCREASING the THIRD value for 'Position' by 'Click+Drag'ing RIGHT ON THE VALUE SLIDER FOR THIS 
THIRD VALUE OF 'POSITION'), this Layer, which is the UPPER layer, and thus by default usually the FOREGROUND Layer, 
which would normally mask / cover the Layers beneath it, is 'pushed behind' the LOWER 'background' Layer, so that now 
the LOWER layer is IN the foreground, masking/covering the UPPER layer. We have switched background and foreground. 
‘Grokking' this is key to the taking advantage of the full potential of AE for 'masking' and 'greenscreening' and '3D 
simulation’. This is a lot of words, and reads a bit confusing, but follow the instructions and you will 'grok' BlueZ faster 
than anything else you do, before using 'Cameras' in AE. | will re-write it offering just ONE way to move the object in the Z 
axis. Then describe the alternatives, so as not to distract / overwhelm the student with too much new material too 
quickly!!! 

So back to the VALUE SLIDER which we will treat separately now, as | just decided: the THIRD value of the 'Position' 
Property is the BlueZ axis, which you use to 'push-pull' objects/layers backwards and forwards in the Z dimension, along 
the Z axis, and thus further away from, or closer to, the viewer. INCREASING this value by 'Click+Drag'ing the slider RIGHT, 
PUSHES the Layer/Object AWAY FROM us, from foreground to middle ground, or middle to background, or simply further 
into the background. 

DECREASING this value by 'Click+Drag'ing the value slider LEFT, PULLS the Object/Layer CLOSER TO us, from the 
background, to the foreground. 

AE also adds a THIRD value to the standard 2 value ‘Position’ Property. With the Layer selected, hit 'P' to toggle 
(show/hide) 'Position' visible. 'Click+Drag' on the THIRD value for 'Position' and observe how the image appears to get 
smaller or larger. What is really happening is that AE is moving the image further away from, or closer to, the viewer. 
‘Click+Drag' on the BLUE Arrow (which may at first look like a blue circle’ at the point where the Green and Red arrows 
meet), and push your mouse up or down your table to 'push-pull' the object closer-away, using the BLUE Arrow. And 
watch as the THIRD value for 'Position' increases and decreases as you do this. 

AE also adds an 'RGB' Red, Green, and Blue arrows to the Preview, at the current 'Anchor Point’ for the Layer. You can 
‘Click+Drag' these arrows to move the image in the 3 dimensions. X (RED Arrow Left and Right), Y (GREEN Arrow Up and 
Down), and Z (BLUE Arrow In and Out). But using the default ‘Active Camera’ '1 View', the THIRD dimension will appear 
merely to 'zoom in and out' or 'scale' the image larger and smaller, when in fact it is MOVING the image closer or further 
from the viewer. And this will only become apparent when you choose a more appropriate 'View' and 'Camera’' option, 
using the masks along the bottom of the Preview Panel, by default usually marked 'Active Camera’ and '1 View'. 

The best way to become familiar with the 3 controls is to 'Click+Drag' on the arrows, and observe the changes this 
produces on the Preview, and in the three values for 'Orientation', which are by default '0'. Practise to gain muscle 
memory, so that you automatically come to associate, for example, the 'Blue' arrow (which may at first look like a blue 
‘circle’ at the point where the Green and Red arrows meet) with ‘pushing and pulling’ a shot i.e moving the image closer 
or further from the viewer, with the 'Green' arrow moving the object up and down, giving you the equivalent of a 
‘Pedestal’ shot. And the Red arrow moving your object Left and Right, giving you the equivalent of a 'Panning' shot. If you 
intend working with real film footage / video at any point, you will want to start thinking in these terms, as the same 3 
dimensions / values appear in AE 'Cameras', and as your aim with virtual cameras, and even 3D graphics, is to emulate 
‘real world’ filming, you will want to start 'seeing things' from these ‘points of view' and in these ways. Memorize the 3 
dimensions. X (RED Arrow Left and Right), Y (GREEN Arrow Up and Down), and Z (BLUE Arrow In and Out)...use some 
memory trick, which for me is 'BLUEZ' (as in Blues Guitar). 'RED LEFTIST COMMIE'. 'GREEN plants grow UP’. 


Note the importance of where your ‘Anchor Point' is located. If it is in the center of an object, it will 'spin' around its 
center, from left to right, and up and down. Moving the Anchor Point down to the 'feet' of an object will let you make the 
object ‘lean forwards and backwards. And if it is a door you want to 'swing open’, you'll need to move the Anchor Point to 
the left or right side of the object, so it 'swings' out from this point, rather than the middle, or bottom. 


So now we hit 'R' to bring up the 'Rotation' options for the 3D Layers. Depending on where the ‘Anchor Point’, (the 
point where the 3 RGB Arrows are joined) is set, we get different effects. But to keep it simple, with the Anchor Point 
(RGB Arrow locus) positioned on either the left or right side, or top or bottom. With the 'Anchor Point' positioned at the 
side of the object, 'X Rotation' spins the object/Layer horizontally, as if it has 'hinges' along one side, like opening and 
closing a door. with the Anchor Point positioned at the top or bottom of the object, 'Y Rotation’ spins the object/Layer 
vertically, as if it has hinges either at the top or bottom . With the 'Anchor Point' positioned in the center of the 
ojbect/layer, 'Z Rotation’ will 'spin' the object/layer like a Clock hand. If you positioned the Anchor Point at one corner, Z 
Rotation will 'spin' it around that corner, as if someone had grabbed it and swung it over her head. 


By Keyframing these 'Rotations' along with ‘Position’ you can create pseudo 'Pan' and 'Tilt' and 'Rotation' and 
‘Pedestal’ and 'Zoom' shots even without using a Camera. But using a Camera makes things so much easier, and opens up 


so many more possibilities for emulating real-time footage shot with real cameras, giving your animations a more 
satisfying ‘feel’. 


STAR WARS STYLE TEXT ANIMATION (use the force of the THIRD VALUE of ‘Position’) 


This is another good way to 'grok' 3D layers and the THREE values for ‘Position’, including the THIRD VALUE, and thus 
the Blue Z arrow, that you have in 3D, but not in the usual 2D ‘Position’. 


Star Wars credits, and even the now iconic, text, ['backstory'/'exposition' device] text that appears to ‘fly in’. It scrolls 
out from behind the viewer, out into space, is really low tech and often very basic copy, especially relative to the 'high 
tech' we associate with George Lucas. However it is so iconic, it is fun to play with, and it will catch the attention of most 
people, who will feel compelled to read it. A great way to 'spoof' star wars too, with your own story. 


We start with the text, written in a large, clean, font. Starting of course with 'Once upon a time, in a galaxy far far 
away...' Complete your text block. Then enable 3D for the Text Layer. Then change the 'X Rotation' second (degree) value 
to a value of around 50. This 'tilts' the entire block of text 'backwards' so the start text at the top of the preview appears 
further away from (smaller) from the viewer than the end of the text, at the bottom of the preview, which appears 
larger...The text block appears to be ‘leaning backwards' from foreground to background, so that now when we add an 
UPWARDS movement using THE THIRD VALUE of 'Position' (or Click+Drag the Blue Z arrow in the Preview), so that the 
text appears to ‘Scroll’, it appears as if the text is receding back into the far reaches of space, as it scrolls...taking us with 
it, to 'a galaxy far far away’, ‘back into the DEPTHS of space and time’...the 'Blue Z' axis representing DEPTH (forwards 
backwards)... 


Think of painting a massive sign, then laying it over the landscape by first standing it up vertically near your feet, then 
letting it fall BACKWARDS and away from you. So that the top of the sign falls AWAY FROM YOU, and eventually to the 
ground. Lying flat on the terrain. The lower part of the sign, the text on it, would be closer to you than the text at the top 
of the sign, which would now be laying somewhere near the horizon, a long way off, and thus appearing smaller. If you 
are going to 'stick' virtual stuff onto real film/video footage, you will have to come to terms with this simple 'perspective' 
in the same way the classic painters had to learn it. To give the impression of 3D on a 2D surface. 


We can simulate this in AE using 'X Rotation’, and the SECOND AND THIRD VALUE of ‘Position’, the 'Green Y (Greeny)' 
and ‘Blue Z'(Bluez) axis, which are HEIGHT and DEPTH (when 3D for that text layer is enabled). With the 'anchor point' set 
along the BOTTOM of the text block, we first ROTATE the text block, to simulate the action described above. So now 
when we increase the 'X Rotation’ value, the top of the text block will appear to 'fall down backwards and away from us’, 
as the bottom of the text remains in position. 


We want the text to 'scroll' UP, using the 'Y' (Green Y / Greeny) axis, and BACK, using the 'Z' (Blue Z / Bluez) axis. Just 
like in the original Star Wars intro. 


It is easiest to do this in the Preview, by 'Clicking+Dragging' on the BLUE and GREEN arrows, which by default will be 
overlaid over each other, so grabbing the shorter GREEN arrow will also 'grab' the BLUE arrow, so when you 'Click+Drag' 
they will BOTH be dragged, as you drag your mouse AWAY FROM YOU and thus move the cursor UPWARDS in the 
Preview... Practice your ZEN, and note the changes to the SECOND and THIRD values for 'Position' in the Text Layer... Y 
values goes down , and Z values go up, in value, as you drag the Blue+Green arrows UPWARDS in the Preview...[Just as in 
real life money never ‘disappears’ or is 'lost', it merely changes hands, so when the stock markets fall, and YOUR pension 
fund loses YOUR money, you can rest assured that a Cult of Judah Operative, the ones who manipulate the stock market 
cycles, and time them, have TAKEN YOUR PENSION FUND to finance their New World Order expansion, and their own 
luxurious, privileged lifestyles!] 


Move the CTI to the first frame. Click on the 'clock' icon for 'Position' in the Text Layer. So AE automatically adds a blue 
diamond 'keyframe' and the 'blue diamond’ on the Far LHS of the Layer Panel lights up blue (TRAIN YOURSELF TO LOOK 
LEFT BEFORE DOING ANY KEYFRAMING OR MOVING OF OBJECTS IN THE PREVIEW, TO SAVE THE FRUSTRATION OF 
REALISING YOU HAVE NOT BEEN LAYING DOWN KEYFRAMES FOR THE LAST FEW MINUTES OF INTENSE MASKING ETC!!!) 
'Shift+Click+Drag' the Blue+Green arrows DOWN in the preview (by pulling your mouse TOWARDS YOU) until the text 
block moves DOWN and OUT of the preview, leaving just a 'path' in its wake, on the screen. When your release the 
mouse, AE will program this new 'Position'. Note the new values for the SECOND and THIRD values of 'Position’. The 
GreenY and BlueZ axis. Now we drag the CTI RIGHT, forwards in time, until the final lines of our text appear and then ‘fly 
off' into the distant depths of space, near the top of the screen. When we release the mouse, AE adds a keyframe at this 
point, with the values corresponding to this new ‘Position’, in the GreenY and BlueZ axis. You can add some 'fade' with 
‘OpaciTy' keyframes as the text reaches near the top of the screen, so it appears to ‘fade into the distant depths of space' 
as it reaches the top’. And to ensure that all the text is readable as it scrolls up into the screen, 'shape' the text block, so 
none of the text is ever ‘out of shot' to the left or right of the preview, at any time... 


[MHR fun, add 'stopping / slowing down-speeding up of audio' and 'stop' and 'rewind' this text, and have it being 
rewritten in real time, to change it...as narrator reads it, realises some error, or 'gets some new copy’...to change the 
story...etc] 


EFFECTS 


The ‘Effects & Presets’ panel 


Effects & Presets 


The default position for the ‘Effects and Presets’ Panel is the Far Right Hand Side of your AE Workspace. It is ‘collapsed’ 
by default, so you have to ‘Click’ on the collapsed ‘Effects & Presets’ Panel to open it. Then you either type a search 
term in the search mask, or click on any of the options to open up their menus 


There are many ways of adding effects to Layers in AE. One way is to find the effect in this panel, then ‘Click+Drag’ 
It onto the Layer, or the Preview Screen (with the Layer you want the effect on already selected) 


A/B’ing (comparing After and Before) effects 
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click on 'fx¥ icon to 
toggle fx on and off 
to A/B compare 
differences and 
decide if improved 
ornot 


Sometimes you aren’t sure if you’ve improved things or not, and that’s where clicking on the ‘fx’ toggle can help you 
decide 
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click on TLHC 'fx' 
arrow to show/hide 
this graphic user 
interface for'curves' 
i.e color, 
correction 


click in box below ‘lock’ icon to ‘lock’ a layer, so don't accidentally change it simply click on lock icon in 
box to toggle lock off when you want to edit that layer 


In the LHS Layers Panel there is a ‘lock’ icon, you click on to ‘toggle’ the lock on and off, to prevent accidentally 
changing something, and possibly wasting a lot of hard work and time. With the Layer ‘locked’, you cannot do 
ANYTHING to it at all. So if you are trying to do something, and nothing happens, click on this ‘lock’ icon for the Layer in 


question, to ‘unlock’ it 


‘Gradient Overlay’ Effect 
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Gradient overlay offers many more options, such as multiple colors for 
your gradient ..RHMC on layer LHS title and choose ‘Layer Styles' > 
Gradient Overlay 


‘Motion Tile’ effect 


can take small shot of 
some texture, like a 
brick wall, and make it 
fillscreen, and allow 
continuous 

moving 

scrolling in 


any and all 
directions 


‘Mosaic’ effect for ‘pixelating’ faces and logos so they are not identifiable 


play around with to 
produce mosaic effects or remove logos 


‘or hide identities / protect privacy 


‘Effect’ > 'Stylize'? > Mosaic’ to pixellate 
out faces (incognito) or brand names 
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‘Glitch’ effect cool sort of ‘flickering’ and ‘flashing’ of object or text, here made by 
duplicating layer, and adding ‘Magnify’ effect to new layer, then animating it to move 
around a bit for a short duration so it appears to ‘flicker and ‘flash’ ... when working on 
each frame looks like wobby magnifying glass magnifying part of image, but when 
combined-and-animated, looks like ‘flicker and ‘flash’ of light 


Then by CTRL+D duplicating this layer with the flicker, you can add the same effect at precise points 
during the animation, to add life and flickering lights to your animation, moving them around a little 
to give even greater ‘animation’ to your sequence 
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Add the ‘Magnify’ effect with glitches to make them look even more ‘Glitchy’ 


Painting ON Layers 


‘select ‘Paint brush’ too] then dbl click on p preview window to activate itfor the layér showing 


Hit ‘Pg Up’ Pg Dn’ to scrub forwards and 


: i click on 'Eifeets Panel backwards one frame at a time 


Gpen ‘Paint’. effects panel and check Do not remove mouse-click while painting, to 

box for*Painton Transpafent’ tosee avoid having lots of ‘brushes’ to edit later i.e 

just the paint i.e Alpha channel hold mouse click while painting entire object 

Keyframe color changes &g so lines grow | Use ‘Single Frame’ then can drag out layer to cover as many 
and change in hue, brightness, glow etc frames as like Le make longer and shorter after...if use 

try ‘Color Gradient’ and ‘Hue-Saturation’ & ‘Constant frustrating to change duration after drawn 


import texture layer e.g brushedaluminiunvand place it below"paint layerathensto ge leo ptions for 
~ ‘Matte’ land change default” None’ to *Alpha Matte’ | Now layer texture 
replaces the paint in the layer above it 


== Ctrl+D to duplicate ayer to painton copy of clip 
Choose constant! ifwantlines to remain for 
“Set to ‘Single Frame’, can make line appearto duration from when paint to end of clip otc Phearto duration Tromwnhen paint to end oF cup etc 
grow by using same start point each frame, but Set "Duration’ ta ‘Single Frame’ in paint 
drawing ita little longer each frame, etc brush dialog so strokes last just one frame 


‘Fill’ Effect 


enerate’ > ‘Fill’ 


Go to, or RHMC on Layer and choose ‘Effect’ > ‘Generate’ > ‘Fill’ 


‘Echo’ Effect 
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Aligning multiple objects 


(Do heste iam Cites - Used Tricks in At Vow Ming Met inc 
fae (én Compectan Layer Dim: ismo 


‘Align’ works like word alignments, you select the items to align, then click on the icon for e.g ‘center 


horizontally’ and every selected item will automatically move to horizontal center of screen, etc 
you can even have each item_moved so each is the same distance from the next item 


Drawing a square 
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click on icon 
‘center horizonta 
etc 


click on ‘rectangle tool’ then 
choose color in box to right by 
clicking on it and opening up 
color wheel, then Shifttdrag +shift 
out perfect square, then use 


options RHS menu to center 
image horizontally and 
vertically in preview window 
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shift+control+drag to drag out 
shape from center rather than 
comer 
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shift+drag comer 
handle to resize while 
maintaining original 
proportions 


; hover over icons 
Click on colored square to open color reveals option eg 


wheel to choose color for square 'horizontal 


“clickon ‘rectangle 
tool’ then clicktdrag +shift 
to drag out perfect 


square , 
( : then hit ‘OK’ and 
move pointer around i 


center alignment 


square now this 


© Sake color 


color dialog and move 
slider up and down 


l 


Use can use the ‘Align’ Panel RHS as shown, or hit ‘Ctrl+Home’ to ‘Center in View” an existing shape, or ‘CtrltHome+ 
to ‘Align the shape BOTH Horizontally AND Vertically 


shift+drag shape tool to produce 
perfect shape from TLHC or use 
shift+ctr+drag to produce shape 
from center 


‘lock’ icon is ‘constrain 


proportions’ toggle which locks 
height to width so if change 
one, other changes to maintain 
proportion...ifwant to change 
proportion, click on ‘lock’ icon 
to toggle it off 


Changing the color of a shape 


click on TLHC comp 


panel toolbar 
‘shape fill color 
icon to open Shape 
Fill Color dialog to 
change color of 
shape 


Drawing a Circle 
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Click on/ select ‘Ellipse’ Tool from Top Main AE menu bar Hold ‘Shift’ key on computer keyboard while dragging out 
‘Ellipse’ , to draw a perfect circle 


Adding a border to a shape or text using ‘Stroke’ 


stroke fill option with slider to adjust thickness 
and color of edge around shape 


set here to 15 pixels 
using slider 


a 


Using ‘Add’ button in LHS Layers Properties Options 


click on ‘Add’ tab for solid shape, or text, 

or other layer, to select more options, 

and turn basic stuff into very complex © 
graphics such as ‘maze’ generated from 
simple straight line / rectangle shape 


a E Comp? 


per ' 


PED enadie Per-character 30 
2 7 > 
S 2 then click on 'Add' > 
‘Properties’ to add 
more options 


All Transform Properties 


1 click on ‘Animate’ to open text forking 4 


animation options i.e 'Animators' Ees 
Tracking 
Line Anchor 


Using ‘Selector’ tool to move objects around Preview 
Aw DOO Fe Eat Compoeten Lye Eka Aimon View Window Mep 


select selection tool to move 
shape around screen 


with click+drag 


Align Panel Options 


click on ‘Align’ panel RHS in text 


edit area. and click on ‘vertical 
center alignment to position shape 
perfectly in center of screen 
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Aligning and Centering Objects and text 
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To have all transforms 
occur around the 
center ofyour comp, 


‘Center Anchor Pointin 
Layer Content 

and anchor point will 
move to perfect center 
of composition 


Croate Shapes from Vector Layer 


Camera 
Auto-trace 
Pre-compose 


| 


to open options for ‘shapes’, clickthold on rectangle 


Double Click on the rectangle and AE will add a new 
layer, with a rectangle with an anchor point 
perfectly centered in the preview window, which 

= you can then edit using properties, and be ensured 
= that any shapes you add are always perfectly 
centered with their anchor points perfectly 
centered, so they will rotate, transform etc from the 
exact same point, very important when layering and 
using pre-comps 


jropagogg 


if have NOT selected a layer, AE will 
add a new SHAPE layer...if you want 
to use this tool to draw a ‘mask’, 
then select the layer you want to 
‘mask’ first, and when you draw the 
shape, whatever is outside of it will 


be ‘masked’ 


Rulers, Guides, and ‘Snap to Guides’ for aligning text and objects 


Click on icon RHS of ' size %' icon BLHC Preview 
panel, and choose ‘Title/Action Safe’ to get the 


center cross-hairs and other guide-lines seen in 
youtube videos 
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e oun aaas 3-'CtrR=to.- make ‘Rulers’ visible 
View > Snap to Guides J p g Hit! key (or is it key LHS of !) to make 
“NOW When draw mask ES all these ‘Guides’ visible or choose = a 
“Or path, it will'snap'to [Reese ai : ‘View' > ‘Show Gillides— 
_thteertileigemdaich you can = ve 
position anywhere for 
perfect precision in 
lining up objects, 
positioning path/mask 
pesto etc ` 


CON 


use 'Shift+ ‘up arrow’ / ‘down arrow’ / ‘right arrow’ / ‘left arrow’ to move cursor or objects or 
points around preview window / comp in exact precise units 


Using Bezier Handles to shape mask (first ‘Easy Ease’) 


This is an ‘organic’ and ‘authentic’ graph for movement with 
‘anticipation’ at the start i.e starts a bit before ‘start’, then ramps 
up, overshoots a little at the top, then resolves back to zero/top... 
can use end bit for ‘bouncing’ or ‘rebounding’ effect..add points 
to grap with CTRL+Click on line, then to get handles’ to ‘shape’ 
curves, click on bottom iconto ‘convert frames to auto bezier 


° 
. 


‘convert frames to auto bezier to get handles to 
shape curves...pull out and in to flatten and raise 
Click on the ‘Graph’ icon in the Layers LHS menu, then look for these icons along the bottom, hovering your mouse 
over them until you find ‘Convert Frames To Auto Bezier’ and click on that. Alternatively select the layer and hit ‘F9’ on 
your keyboard to ‘Easy Ease’ the keyframes. Now you have ‘Bezier’ ‘Handles’ you can shape your curves. To add more 
‘Control Points’ to a curve, just ‘Click’ on a point on that curve where you want it. In the above example we added two 
points, so we could produce the ‘classic’ ‘S’ shape seen. This ‘Speed Graph’ defines most movement of real-life objects, 
with mass, and momentum, and thus inertia. So use it as a starting point for almost any ‘Transformation’ and you will 
be well on your way to ‘real’ looking animations that will make your animations stand out from the ‘mediocre’. 


a = A 


Hit 'F9' to toggle between ‘easy ease' options for keyframe selected 


B°°o 


Can also Ctrl+Click on a keyframe to cycle through the various ‘easy ease’ options for it 


In nature things don't suddenly go from zero to 100, they gradually ramp up from 0 to 100, 
accelerating, and moving faster and faster...and then things in nature don't just suddenly stop, 
though many car drivers imagine this is possible..in nature things slow down gradually also...so AE 
offers the options ‘Easy Ease’ and ‘Easy Ease in’ and ‘Easy Ease Out’ which you open by RHMC on the 
blue diamond for the keyframe/s you want to use this feature on...RHMC > Keyframe Assistant Easy 
Ease... you can select multiple keyframes clicking and dragging selection box around them... 


Hit F9 key also activates ‘Easy Ease’ for all the selected keyframes / blue diamonds 


Can use this on rotations, so they speed up from still, then slow down back to still 


Corven Axo to Keytnenes 
Convert Expression to Keyfrarnes 


Sequence Layers. 
Time Ravera Kany rare, 
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Gaa: Click+drag slider to aaneen thickhess of 
4 how thick edges of box etc are 

with layer selected, dbl click on ‘Fill’ box to open 

'Fill Options’ dialog and uncheck TLHC box so now 

instead of solid color box, shows white box with red 


line through Sa 


E 'CTRL+Click' at any point along curve to add 
new point to change rate of change e.g slow 
then fast...use same CTRL+Click to add points 

*to masks and paths 


CTRL+Click here to add 
new point to graph 


then drag out end to 
increase steepness of 
curve, or push it back 
towards point to flatten 
out curve, to shape curve 


precisely, to draw exact 
paths, or perfect masks 


We use the same Ctrl+Click to add ‘Control Points’ to a shape, or a mask, or a ‘speed graph’, and then drag out the 
‘Bezier Handles’ in the same way, to re-shape the ‘curves’, to straighten them or make their gradients steeper or flatter 


en 


E L'e ase i=) 
Ges @ . neve 


= ¢lick on the icon/toggle cee select ‘Edit Speed Graph’ to 
‘show/hide graph' to open ` lkiedjag oniiness it change acceleration and 


graph, then RHMC to open handles Land R of = deceleration of change over 
S graph, to editcuve EE time 


menu to right 


Here we have clicked on the ‘graph’ icon, so 
we can ‘drag’ the handles out to increase 


curve, or push back in to flatten curve, just 
like when drawing paths or masks 


Bringing animations to life using ‘S shaped ‘speed graphs’ 


To edit the acceleration and slow down of any movements, to make them look more realistic, like objects with mass 
obeying usual laws of physics, first select one or more keyframes, then RHMC on them, choose 'Keyframe Assistant’ from 
list of options, then 'Easy Ease’, or select them and hit 'F9' on keyboard...THEN click on 'Graph' icon which is last icon on 
TRHS of layers panel...When graph opens, if you don't see a nice curved parabola, RHMC and check box for 'Edit Speed 
Graph’... 


den o 


Auto-Select Graph Type 
e Graph 


Show Audio Waveforms 
‘Show Layer In/Out Points 
Show Layer Markers 

v Show Graph Tool Tips 
Show Expression Editor 


Allow Keyframes Between Frames 


raz 
Click on icon circled in red to open up menu to change between ‘Edit 
Value Graph’ and ‘Edit Speed Graph’ to get the different graphs shown 


Now can select any keyframe and drag out the Bezier handles to increase or decrease the slope of the curve...steeper 
slopes indicate faster rate of change, and shallower slopes suggest slower rates of change...so you can make a change 
‘accelerate’ and 'slow down'’...so the right part of the letter 'U' would be something starting slow, then speeding 
up/accelerating, like a rocket taking off, and the left part of the letter 'U' would be something going from very fast, and 
suddenly slowing down, then continuing at that slow speed, like you would want your spaceship to land...i.e approach 
fast, brake, then gently land...so play around with curves until get the 'feel' you need / want...so for an object zooming up 
towards viewer, you'd want it slow at first, then speed it up as it gets ‘in their face’, like watching a jet approach, then 
suddenly pass overhead...so you'd want the 'Speed Graph' to look like the right side of a 'U' i.e slow start, approaching, 
then suddenly speeding up just as overhead/reaches viewer...and reverse for object 'coming in to land' from 'behind' 
viewer i.e totally zoomed in so disappears past the back of their head, really fast, until 'passes' and then slows to 'land' on 
screen... 


OnE LI Pras 
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Here we have clicked on the ‘graph’ icon, so 
we can ‘drag’ the handles out to increase 
curve, or push back in to flatten curve, just 
like when drawing paths or masks 


To ‘suggest’ impact / bounce / momentum 

/anticipation, draw 'S' curves at start and 

end, so get ‘overshoot’ and ‘preparation’, 

which suggest authentic action, feedback, 

reaction, impact, follow-through from 

momentum etc, and bring your animations 

to ‘life’ 

to have rotation ‘overshoot’ i.e go too far, then go 

back like.car hitting wall and bouncing off, or ball 

hitting ground and bouncing a bit i.e ‘suggest impact": 
ea Ctri+Click to add points like here 


we clicked on icon LHS ‘scale’ to “red scale grap 

keep ‘scale’ graph open while 

working on ‘rotate’...scale is now 

red, and rotation is green, on _ green rotation graph 
the one graph right : 


overshoot 
follow thro 
nomentum 


1.Click here to add 
last point but now have a 
(R the last point q sowe click on this 
previous point to open 
up handles, then drag 


A lower handle up until 
the line straightens out fg 5 Shown here 


It takes time before all these actions become ‘natural’ and ‘easy’, and you can ‘Mask’ objects quickly and precisely with 
ease, just like learning any other new skill, and making it ‘muscle memory’ and ‘automatic’ 


MO After Clients Fie Edt Composition Laye Elect Anmaton View Window teia 


ál 
To ‘suggest’ impact / bounce momentum 
/anticipation, draw 'S' curves at start and 
end, so get ‘overshoot’ and ‘preparation’, 
which suggest authentic action, feedback, 
reaction, impact, follow-through from 
momentum etc, and bring your animations 
to ‘life’ 


to have rotation ‘overshoot’ i.e go too far, then go 
back like car hitting wall and-bouncing off-or-ball 
hitting ground and bouncing a bit i.e ‘suggest impact’: 


Fx l ede Ctri+Click to add points like here 
we clicked on icon LHS ‘scale'to “red Scale grap 


keep ‘scale’ graph open while 

working on ‘rotate’...scale is now 

red, and rotation is green, on _ green rotation graph 
the one graph right 


Drawing or using a shape as a ‘motion path’ that text or other ‘objects’ can be programmed 
to ‘follow’ 


AE automatically adds keyframes for every CHANGE you make when drawing a motion path, which you can do in REAL 
TIME as the footage plays, or by ‘scrubbing’ the CTI forwards, or advancing one frame at a time using the PgDn Key on 
your computer keyboard 
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Creating 

a motion 

path fro 

amask | j h 
_ Can draw a shape, then have object / text move along its perimeter, as an animation : 


iii 


find and click on 'Mask path’ to select it, then hit'CTRL+C' to copy it..so now have 'path' of mask, i.e which 
you want object to follow, copied Then select ‘Position’ for layer want to follow this path e.g object, and hit 
‘CTRL+¥" on keyboard, to paste this’ path’ AE adds keyframes for each corner of shape for object to follow 


Select ‘pen’ tool clickon boxtoRHSof ‘Path Options’ 
then hold'G' keyon ‘Path’ and select ‘Right Margin’ 


keyboard while draw ‘Maskl'whichispath cha nge values and 
a path..this is will ^ justdrawnwith'pen’  objectwill follow 
appear as tool ‘ path 

‘Path 1' under the 

text layer, and also 

appear in the mask 

for ‘Path’ Le can now 

click on ‘Path 1' in 

the ‘Path’ mask to 

select it 


Get a ‘heads up’ on the precise positioning of your objects 
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negative 'anchor point 
values ‘flip’ image 


CTRL+Shift adds ‘cross 
hairs’ horizontal and 
vertical for centering the 
anchor point 

so can ‘flip’ image / clip 
around center 


n 


click on guide and drag horizontal 
line down into position 


‘Snap to Guide 
and now > 


il auto matically “clickon guide and 
‘snap to grid’ drag vertical line d 
- into position 


#3909000090 


©) @ben_marriott_ 


You can enable ‘Snap to Grid’ and guide-lines will act like magnets, pulling the closest Control Point of any object you 
are moving to themselves, when they get close, for more precise positioning. Such as is required to make Isometric 


shapes and texts. 


Default AE Keyboard Shortcuts (which you can reprogram and customise to personal 
preference) 


@ After Effects CG, F 
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‘Edit >'Keyboard gamete 


Shortcuts’ opens search’ ae a shortcut here, edit, ete 


AE Keyboard 


@ AfterEffectsCC Fie Compostion Layer Effect Ar 
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History 
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Help>Keyboard Shortcuts will show 
all the keyboard shortcuts for AE 


To open the AE ‘Keyboard Shortcuts’ dialog, go to ‘Edit’ > ‘Keyboard Shortcuts’ 


Siyi jehe fnew | fee 
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The Keyboard Shortcuts dialog lets you see the current default keyboard shortcuts, and to change them, and program 
your own preferred keyboard shortcuts that work for you 


A few of the DEFAULT computer keyboard shortcuts 


open masktool Select layer and hit'U' to open up all properties for that layer that have keyframes 
vV change mask tool select all keyframes then Alt+Click+Drag all left or right to slow down or 
backto selector speed up rate of change ie distance between keyframes, proportionally 


CTRL + Move forward or backwards one frame at a time using Ctrl+ 'right/left arrow key 
oruse ‘Pg Up' and ‘Pg Dn’ keys 


[il I D CTRL+D duplicates layer, CTRL+Shift+D splits it at CTI and moves LHS of CTI 
down to own new layer, leaving RHS of CTI at same position 


CTRLA#R ‘toggles’ rulers to show/hide: click and drag on ruler to drag out ‘guides’ / grids 
= z x } A o 


CTRL+Click on any keyframe to return it to its default setting vis a vis ‘easy ease’ 
Hit 'Y’ t6 sélect-and change anchor point and CTRL+Y to ènter itin preview 


Hiis Toot to move stuffaround = < 
+ CTRL+Shift+F9 to easy 
o m Text N i out first keyframe 
o D EE IN T F 
“Hold ‘Shift’ tos" magnetise guide/grid lines too 


Hold ‘Shift while dragging to'magnetically’ + SHIFT +F9 toeasy ease 
‘snap to CTI' when releasing in lasi keyframe 


More keyboard short-cuts and general tips 


Ctrl+Alt+Y new adjustment layer 

Ctrl+Alt+Shift+Y new null object 

Ctrl+Shift+Y open layer settings (to change size, color etc of solid layer) 

Ctrl+Shift+D splits a layer into two layers at CTI, with LHS of CTI pushed down one layer 

[ will move start of layer to CTI and ] will move end of layer to CTI (called in and out points) 
Alt+[ will trim start/in point to CTI and Alt+] trims end/out point to CTI 


hold 'V' to change cursor into ‘Selection tool' to move things within comp e.g shapes to snap, masks, mask points 
hold 'H' to change cursor into 'Hand tool’ to move the entire comp itself around, when zooming, masking etc 
hit 'O' (number zero) key to RAM Preview 

F9 'easy eases’ selected keyframes 

Ctrl+D duplicates a layer, adding it ABOVE the original layer 

Select layer, hit 'A' to open 'Anchor Point’, 'T' for 'Opacity', 'P' for 'Position’, 'R' for 'Rotation’, 'S' for 'Scale' 
Hold 'Shift' then hit 'A', 'T' etc to open another property keeping existing property visible 

hit 'M' to open 'Mask Path’, Hit twice i.e 'M' 'M' to open all Mask settings/properties 

hit 'F' to open 'Mask Feather’ 

hit 'E' to open/show all the 'Effects' for that layer 

hit 'U' to open all keyframes in layer 

hit 'L' to open ‘Audio Levels’ and hit 'L' twice i.e 'L' 'L' to display waveforms in timeline 


TIP: always best to drag CTI to 'End' of animation, then hit all 'clock' icons for all properties, i.e at FINAL RESTING 
PLACE for an animation, then move CTI back in time, and program the animations, to ensure all actions finish precisely 


TIP: find great textures, to overlay over a graphic, to add realism e.g rust, scratches, dings so looks 'real’ 


Hit’ B’ to move CTI to beginning of clip 

Hit ‘N’ to move CTI to end of clip 

Use to move playback head to start or end of a layer. Page Up and Page Down keys to move frame by frame 

MORE SHORTCUTS, TIPS ETC 

Use the EFFECT 'Transform' from ‘Effects & Presets' to add MORE Transformation options such as 'SKEW', along with 
the usual 'Properties' in addition to the ones you already have programmed/keyframed in the layer Panel LHS... 

To 'show' the control points of any layer, go to 'View' > 'Show Layer Controls’ or click on the ‘bounding box' icon LHS of 
the digital readout, at bottom of Preview...icon looks like square with TLHC snipped off... 

Hit 'Ctrl+0' to 'show' the Project Panel 

Hit the 'camera' icon bottom Preview Panel to take a snapshot, after which the 'two eyes' icon to its right becomes 
visible...click on this 'Show Snapshot' icon to have the snapshot appear, in ANY comp you select 

Go to 'Layer' > 'Transform' > 'Auto-Orient' to open the 'Auto-Orientation' dialog, where you check ‘Orient Along 
Path',to get an object to rotate as it follows a path, so the 'front' is always facing the same direction... 

To add texture to edges of shapes, go to Effects & Presets and type 'Roughen Edges’ in mask 

To reduce thickness and sharpness i.e make more rounded, the edges / corners of a shape, go to Effects & Presets and 
type 'Simple Choker' and add it to layer, and adjust 'Choke Matte’ value... 

To ‘sequence’ layers, select them all, trim their length, then to get them sequentially lined up i.e in sequence, so one 
starts as other finishes, then RHMC and choose 'Keyframe Assistant’ > 'Sequence Layers' to open 'Sequence Layers’ dialog, 
and click 'OK',then drag out the ends of them all so they all remain on the screen for the entire duration, after they 
complete their 'animation’...you can Duplicate one simple shape with Position animation e.g move up and down, then use 
this method to produce a 'Mexican Wave' of any number of copies, like a 'wave' 'rolling' 

To Morph a square etc into a circle, Open 'Rectangle path 1' then click on 'clock' icon for 'Roundness’, at point in 
timeline you want morphing to start, then drag CTI to where you want it to end, and increase 'Roundness' up to 
maximum value... 

‘Layer’ >'Transform' > 'Fit to Comp Height (or width) 

To manually add a SHADOW to any shape, go to Affects & Layers > CC Slant will let you angle any shape, and change 
its height, so if duplicate a shape, and add a 'fill' to change its color, can then angle the duplicate and increase its height, 
and drag the shape layer BELOW the original so it is BEHIND the original, so it looks like the shadow of the shape...and if 
shape was animated, you have an animated shadow to give it extra authenticity... 

Speed up or slow down animation by RHMC > 'Time' > 'Time Stretch’ to open 'Time Stretch’ dialog...100 means same 
speed, 50 means 'double' speed, 200 means ‘halve' speed...use same to extend duration of i.e increasing duration 
decreases speed...or decrease duration, which speeds things up...Can also 'Time-Reverse Layer’, 'Freeze Frame' or 'Freeze 
on Last Frame' ??? (have to try and see what these do!)... 

Add MARKERS to timeline ... if NOTHING selected, hit * (Asterix is Shift+8 or use numeric keypad *) and AE adds a 
MARKER to the TIMELINE...if you select a Layer, AE will add a MARKER on the selected Layer, AT the current CTI 
position...Dbl Click on marker or hit 'Alt + *' to open 'Layer Marker' dialog where you can add a 'Comment' ... then to 
extend marker to include a duration / loop, 'Alt+Click+Drag' the marker... 

To reverse individual or multiple keyframes, select it/them, RHMC, select 'Keyframe Assistant' > 'Time-Reverse 
Keyframes'... 

Hit 'J' or 'K' to jump CTI / playback head to nearest LEFT or RIGHT (relative to CTI) keyframe respectively, for precise 
CTI positioning to change/delete a keyframe, and avoid common mistake | make of accidentally adding a new keyframe, 
so close to existing one | don't notice, and then get unexpected/confusing animations and have to work out I've done this 

HIDE layers don't need to see, and thus gain space in Layers Panel, by clicking on the 'Shy' icon that looks like head 


looking up under hands, then click on 'Lock' icon box to lock them, so you won't accidentally change them, then click on 
the 'master' 'Shy' icon near the other master icons for Layers Panel LHS, and now all these layers will be ‘hidden’... 

SOLO'ing layers saves CPU resources as these layers are NOT Previewed i.e don't appear in Preview Panel 

You can assign layers colors, and give layers you want to ‘group’ the same color, by clicking on the purple box LHS of 
Layer name, and choosing a color... then you can choose 'Select Label Group’ and all the layers you have assigned that 
color will be selected... 

Select text, then click on 'down angle’ in 'Character' Panel RHS, then use the 'down arrow’ and ‘up arrow' on keyboard 
to scroll through the Fonts, and each time new font should appear in Preview 

Click on the 'Blue Star’ LHS of Fonts to select them for the 'Favorites' folder, for quicker access next time... 

AE default is to add ‘Anchor Point' of new shape layers, in the center of the Preview...you can tell AE to add new shape 
layers with Anchor point in the center of the shape layer...Go to 'Edit' > 'Preferences' > 'General’ to open the 
‘Preferences’ dialog, where you can check the box LHS for 'Center Anchor Point in New Shape Layers"... 


Hit ‘+’ and ‘-‘ keys on keyboard to zoom in and out of preview window footage 


TIP: when using 3D camera, DO NOT SET BACKGROUND TO 3D, UNCHECK 3D for any layers you want to remain static 
e.g ‘ground’ or 'sky'...now when rotate etc camera, the background won't rotate etc... 


Get vids on Gimble moves, and practise them with phone/camera 


Zoom through real object e.g person holding fingers e.g 'O.K' sign, right into their iris, so shot starts zoomed right in on 
eyeball/iris, then slowly zooms out back through fingers, and back to 'reveal' scene...using tripod etc and big zoom... 


Combine real zoom with digital zoom e.g zoom into mouth, where 'Scale' scene down, and then as zoom in, ‘reveal!’ 
the scene in the mouth as it scales up, then becomes digital AE zoom...take shots that are dark around edges, so they 
match darkness of mouth around edges 


Have bike doing 'wheelie', or person learning right back, and film this, but as they reach their maximum height/bend, 
begin rotating gimble/camera so camera does complete 360 degree 'somersault' i.e continues the subjects movements, 
so they rotate COMPLETELY around 


Glitch i.e duplicate and blend/overlay / Opacity, to get 'dizzy' or 'sick' feeling / perspective i.e drugs etc 


‘Purging’ unused files from an AE project to reduce project folder size 
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Snapshot 


Toggling the Effects Panel (by default it is ‘Project’ Panel’ ) to ‘show’ or ‘hide’ all the effects on 
selected Layer 
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select layer, then hit'F3' to 
open up the effects panel 
for that layer then hit'F3' to 
Taa close itagain 
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Isometric Texts and cubes 


@ After Effects File Edit Composition Layer Effect Animation View Window Help 
a00 Untitled Project * 


arrange text layer 
orientation arrows so form 
square with Null at top as 


shown here 


MHR IDEAS 


can have screen filled with small cubes (though as 'front' all the same color, not obvious), then change Y rotation etc 
so we are looking down and across the screen / cubes, and have some cubes 'pop up' to 'spell out' TROONATNOOR in 
relief...i.e rise up from surface, out... Also do isometric text TROONATNOOR that rolls over and has the full text The .... 
Natures, as ‘fly over' T logo text from side view of T to T so can write each word across horizontally, as fly 'down' 
TROONATNOOR vertically...so will have T front, then we 'fly by' from R to T, and when reach T edge, fly 'down' 'top' of 
TROONATNOOR logo... 


HAVE BIG TEXT ‘INVISIBLE MIND PRISON’ SHOWING ME WALKING AROUND IN IT, LOOKING FOR ‘EXIT’ FROM INSIDE 
AND OUTSIDE OF TEXT, AND THEN HAVE ME FINDING ‘DOOR’ INSIDE, MARKED ‘COURAGE’ AND ANOTHER ‘OPEN 


MINDEDNESS’ AND ANOTHER ‘REASON’ AND ANOTHER ‘FEARLESS QUEST FOR TRUTH’ I.E INSIDE TEXT WALK THROUGH 
THESE DOORS, AS ‘PROGRESS’ THROUGH ‘INVISIBLE MIND PRISON’ AND THEN FINALLY FIND ‘EXIT’ AND ‘BREAK OUT’ / 
‘CLIMB OUT’ ‘WINDOW OF OPPORTUNITY’ THAT IS A BIG ‘TROONATNOOR’ WINDOW, OUT INTO FREEDOM...USING 
MASKS AND ALL AE SKILLS CAN MUSTER 


Make stairway out of isometric text, that we climb up with camera pretending to be our point of view, of us climbing 
up Stairs...with lots of key phrases key to philosophy etc i.e quest for truth...what need to be, courageous, fearless, open- 
minded, informed etc ...till finally reach ‘the top’ and we fly around to see we have climbed ‘TROONATNOOR’ stairway 
and come to ‘awareness’ / ‘conscious at top...can have doorways or windows at different ‘levels’ like the ‘landings’ on a 
real stairwell, where we can enter and be offered ‘wisdom’ / ‘insights’ etc...so basically have a mini philosophy course as 
‘teaser’ for books etc... 


start collecting sound effects FROM vids i.e edit, save as audio 
Adobe After Effects notes to work on and develop into 
reference (guide) for self 


Free one month trial of Adobe After Effects CC 
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Create incredible motion graphics and visual effects. 


The industry-standard animation and creative compositing app lets you design and deliver professional 
motion graphics and visual effects for film, TV, video and web. 


Basic overview of Menus and Tools 


Very TOP of AE is the MAIN MENU BAR. When I write 'go to 'File' > ....> ....> , | am describing a 'File Path', and | am 
saying that you need to go up to this main menu bar, and click first on 'File' or 'Edit', and then click on the appropriate 
item in the list that corresponds to what | wrote e.g 'File' > 'Effects' > 'Generate' > 'Fill' tells you to go to the Top Menu 
bar, and click on 'File' to open the drop-down menu which lists all the options for 'File', then to find the option I refer to, 
and click on it, e.g 'Effects', and then in the drop-down menu for 'Effects' find and click on 'Generate', and then from the 
drop-down menu that appears, find and click on 'Fill'. | will include snapshots of what this will look like, for this example. 
But generally | will just DESCRIBE it as | just did. 

There are usually several ways to find the same effect or tool. When | write RHMC | mean 'Right Hand Mouse 
Click'...this will open the menu or dialog needed to follow the ‘file path' | describe. So | might write 'RHMC' on X icon, and 
choose 'Generate' > 'Fill', and you would RHMC on that icon, find 'Generate' in the list, click on it, and in the menu or 
dialog that opens up, click on ‘Fill’. 

Below the Main Menu Bar in the TLHC (Top Left Hand Corner) of AE (After Effects) is the Main TOOL BAR. From TLHC 
left to right, we have the 'Selection' tool, 'Hand' tool, 'Zoom' tool, ‘Rotation’ tool, 'Camera' tool...... 

Below the MAIN TOOL BAR is the Project / Effects Panel...you 'toggle’ between 'fx' and 'Project' by clicking on the 
‘Project Tab.... 

Below the Project / fx Panel, along the bottom of AE, is the LAYERS PANEL, and to the Right of this is the TIMELINE for 


each Layer...You zoom in to single frames, using the 'zoom slider' at the very bottom of AE...etc... 

In the top MIDDLE of the AE workspace is the PREVIEW panel 

The TRHC contains all the various Panels such as ‘Effects & Presets’, ‘Align’, 'Preview', 'Character', 'Paint brush'...You 
can resize panels by clicking and dragging on edge of panel...lf you want a particular TAB always open, click on the TLHC 
of any TAB, and drag it down to the bottom of this Panel...Click on any 'collapsed' TAB to open or close it, to use it, or 
save space... 

Click on 'folder' icon BLHC of Project Panel to add new folder, then rename, and put all files for a project in it ,then 
name it 'Project X' by selecting/highlighting then hitting 'Enter'...or RHMC in Panel and choosing 'New Folder’... 


Top Row of tools from L to R (hover mouse cursor over tool to show name and keyboard short-cut for each) 

‘Selection Tool’ 'V' Click+Drag on control point to re-size or re-shape and Shift+Click+Drag maintains aspect ratios 
when scaling. Click+Drag from anywhere inside shape defined by the control points around the edge of it, to move the 
shape around Preview. 

‘Hand Tool''H' moves entire preview 

‘Zoom Tool’ 'Z' by default zooms IN with '+' cursor icon, Alt+Click+Drag zooms OUT with '-' cursor icon 

‘Rotation Tool’ 'W' lets you rotate LAYER around anchor point 

‘Unified Camera Tool’ 'C' lets you move layer around in 3D space 

‘Pan Behind Tool' 'Y' lets you re-position anchor point of layer, which becomes point around which will rotate, scale 
up/down etc 

‘Rectangle Tool''Q' behaves differently dependent on whether you have a layer selected or no layer selected. With NO 
layer selected, it lets you draw a rectangle, or click+hold on BRHC to open other options: Rounded Rectangle, Ellipse, 
Polygon (which you can reduce to a triangle), and Star, and AE automatically adds a new 'Shape Layer' for each shape you 
draw in this way. If you HAVE a layer selected, you can draw a MASK, and decide whether the inside or outside of the 
shape drawn will be masked out, allowing either the area inside of, or outside of, the shape, to become transparent, to 
reveal the layer BELOW the selected layer (that you drew the mask on). 

‘Pen Tool' (get shortcut) lets you draw any shape you like, using straight lines or curves (Click to add new point and 
hold down to drag out Bezier handles to shape curves). If you have a layer selected, you will be drawing a mask on it, and 
the same principles apply as for the 'Rectangle Tool’. With no layer selected, the shape you draw will be added by AE as a 
new 'Shape Layer’, uppermost in the layers panel (as the new top layer). 

Text Tool 

Brush Tool 

Stamp Tool 

Eraser Tool 

Rotobrush Tool 

Puppet Pin Tool 


N.B don't just go thru' tools in a lesson. Have a lesson where users achieve something, no matter how simple, that 
they can immediately use. Or have them replicate something | made. They can then just change the text to adapt it to 
their own projects. 


Refer to 'right pointing triangles' on the LHS of e.g 'Transform’...to 'show' 'hidden' properties and options, which then 
point down when you ‘open' or 'show' their contents, and revert to 'right pointing triangles' when you close / hide those 
contents / options... 


To reduce the size of this document, and cost of printing, and to make things as clear as possible, | have worked ona 
way of describing actions in words, which will avoid any confusion, and reduce frustration immensely. Anyone who has 
tried to use video tutorials has found themselves getting frustrated trying to 'rewind' and 'fast forward’ to the 
information they are looking for. It is frustrating because we end up having to wait and listen to a whole lot of stuff that 
we are not interested in, before getting to what we want to see and hear. And then having to repeat this process over 
and over, cueing the video. Then usually having to take our own notes. And screenshots. | began by taking screenshots 
and adding notes to them. Then in working out the best way to ‘describe in words' the series of actions required to 
complete a task. So that | would not get confused. As always, this guide is a reference for myself. | need to learn so many 
things, so | cannot hope to remember everything. So | put a huge effort into finding ways to describe things in words, so | 
can refer to them later, and be able to follow them like recipes or sets of instructions. With key concepts described as 
clearly as possible, to refresh my memory, so that | can not only follow my own instructions, but fully comprehend what | 
am doing, and why. As far as this is profitable to attempt, and possible to manage. 


RHMC Right Hand Mouse Click (or simply 'Click' as in 'Click+Drag') 
LHS Left Hand Side 

RHS Righ Hand Side 

TRHC Top Right Hand Corner 


BLHC Bottom Left Hand Corner 

LHMC Left Hand Corner 

Scroll (roll the mouse scroll wheel up or down) 
MMC Middle Mouse Click 


GENERAL: TIMELINE AND LAYERS PANEL 

Along the bottom of the AE Workspace we have the 'Layers' Panel. Along the top of the LHS of the 'Layers Panel’ are 
various icons and text. We will start at the far left of the Layers Panel and go through these one by one, from the far left, 
to the far right, of the Layers Panel. Beneath each of these 'icons' and 'text' there 'check boxes' which by default often 
contain an icon, and are thus by default toggled 'on' or 'show'. When often speak of ‘enabling’ a 'Property' or ‘Effect’ in 
AE. We do this if something is not already, by default, enabled. To do this we 'Click' (RHMC) on a box or radio button to 
‘check’ it. To add a dot within it. To 'show' the icon within in. We repeat the same RHMC (Right Hand Mouse Click or 
simply 'Click' as this is the most common way to use a mouse) to 'toggle' the 'Property' or 'Effect' OFF. So clicking on the 
box 'toggles' 'activates' or 'enables' the effect when it is not ON, and de-activates it when it is currently active. 
Alternatively it 'shows' or 'hides' something, where that something was previously 'hidden' or 'visible'. 


The description assumes you have added a Layer to your project already. (Write up chapter on this, on importing and 
adding clips etc) 


The first box at the LHS (Left Hand Side) of any layer will be, by default it is toggled 'on', so there will be an ‘eye’ icon in 
the box. If there is not, then 'Click' on this box so that the 'eye' icon appears. with the 'eye' icon present, the content of 
the layer is visible. If you click on this 'eye' icon, so that the icon dissappears, the layer content will not be visible. So this 
is a 'show-hide toggle’, where it is the entire content of the layer that is hidden or shown. 


Now moving right along the Layer, we have our next icon, and below it, if you have any Layers in your project, a box. 
This box is by default ONLY present if the Layer contains any AUDIO(sound), in which case by default it will contain a 
'speaker' icon. If you want to 'Mute' the audio in one or more tracks, you simply 'Click' on the 'speaker' icon in the box for 
the layer in question, and the icon dissappears, along with the audio. To re-enable audio for that track / layer / clip, 
simply click on the empty box again, so that the 'speaker' icon reappears in it. If you've lost audio for a track/layer/clip, 
take a quick look to see if the 'speaker' icon is toggled on / visible, as your first 'trouble shooting' step. So this is an AUDIO 
MUTE toggle. 


The next icon we come across, moving right, is a ‘circle’ icon. This is a Video SOLO toggle. By default the box beneath 
this icon will be empty, and ALL the layers will be VISIBLE. If you click on the box, a circle will appear in the box, and the 
Layer will be SOLO'D. Meaning that the VIDEO from all the other layers will 'dissappear' from your Preview Panel. It is just 
like Solo'ing audio tracks. All the OTHER tracks / layers / clips will be 'hidden'. Only the 'Solo'd' Layer will be visible in your 
Preview Panel. This is a great for editing Layers, and for quickly determining / remembering what is actually on each 
Layer. 


Next, the 'Lock' icon. By default all Layers are 'unlocked' and this box is empty. Then, to avoid accidentally changing 
something, or worse, accidentally deleting it, you can check the box under the 'Lock' icon, to 'lock' the Layer. Now this 
Layer cannot be edited. A 'lock' icon appears in the box. Any time you want to go back and change something in the layer, 
to edit it, or delete it, simply click on the 'lock' icon in the box, so that it dissappears, and the Layer is un-locked again. 


Now probably the most important 'column’. There is no icon at the top of this column. But for every layer, there is a '>' 
symbol. You click on this symbol, in the Layer you are editing, to open the 'drop down menu's' for the 'Properties' for the 
Layer. This is where you carry out most of your animation. This is where you 'keyframe' your animations, to program 
them. This is where you ‘keyframe’ effects. Any time you see a '>' it means there is a 'drop-down menu' waiting to be 
opened, by clicking on it. After you click on it, it rotates 90degrees so that it is now pointing down. To close the menu, you 
simply click on the down pointing symbol again, and it reverts to its default '>'. 


Next we have a '#' symbol. Beneat this symbol is the 'Layer number' for each Layer, with the uppermost Layer 
numbered '1'. 


Then we have what is by default the ‘Source Name’. Whatever name the file or comp has will appear here by default, 
after you import and drag the file down to the Layers Panel. But then you can choose any 'Layer Name' you want for it. To 
change the name of any Layer, select it by clicking on it, type in the new name, then hit 'Enter' on your computer 
keyboard to apply / save this new name. Note that each type of Layer has its own icon, such as a VLC icon for video 
Layers, a 'T' icon for 'Text' Layers, and white squares for 'Null' Layers, and so on. Also for 'Text' layers icons indicate the 
‘Track Matte' of the Layer (e.g 'None' for white circle, and 'Alpha Matte' for black circle). You will become familiar with 
these over time, once your remember to ‘attend’ to them. 


NOW which icons appear NEXT depends upon which you have 'Toggled' on. At the bottom of the Layers Panel you will 
find this text: 'Toggle Switches / Modes'. Click on this text to 'toggle' between the two different sets of options. One set 
includes the options 'Mode' (Blending Mode), 'T' (Preserve Underlying Transparency), '.TrkMat' (Track Matte), and 'Parent 
& Link’. We will deal with these in a moment. First we will deal with the other set of options. 

The 'Shy' icon, which you can think of as a head emerging from behind something they are hiding behind, because 
they are shy, appears by default in the next box. If you click on this icon, in the box, the Layer it is for will be 'hidden' from 
the timeline, and not visible there? 

The next 'Sun' icon has different functions, depending on what 'sort' of layer the Layer is. If it is a 'Comp' layer, clicking 
on this icon will 'Collapse Transformations’ for that Layer. If it is a Vector Layer it will enable/activate 'Continuously 
Rasterize' for that Layer. 

ETC 


Next is a ‘label’ icon. Click on the box below this icon to change the color of the Layer in the Timeline. Using this 
option, you can give similar/related Layers the same color, so you can see ‘at a glance’ which Layers belong together. You 
might choose to set all 'Text' layers to blue. Then set all 'Video' Layers to Orange. You might color all your Audio Layers 
Pink. Just to help organise and maintain oversight. If you have a group of Layers sequenced, then select (Click on) the first 
in a group, then 'Shift+Click' on the last in the group, to assign them all the same color. Or 'Ctrl+Click' on the boxes of the 
Layers you want to assign the same color. You can click on the box and choose 'Select Label Group’ and all the Layers you 
have assigned the same color will be selected. 


Pen Tool for drawing shapes, masks, and paths 


PATH AND SNAKE ANIMATIONS USING PEN TOOL AND 'TRIM PATHS' OPTION AND 'START' 
AND 'END' 


Draw a straight or curved line with the 'Pen' tool...then Open up the 'Shape' >then 'Path' then 'Stroke' then 'Dashes 
and click on '+' in 'Dashes' to turn continuous flowing line into series of 'dashes’...'Click' on the '+' symbol again to open 
the 'Gap' option to change the distance between each dash, (and thus set the length of each 'dash' in the line) and use 
the 'Stroke' option to make the dashes thicker or thinner...use the 'Line Cap’ option to make the ends a.k.a 'Cap' of the 
dashes sharp or rounded etc... THEN go back up to 'Shape' Layer and click on the 'Add' option to open up a menu that 
includes 'Trim Path’, and 'Click' on 'Trim Paths’... NOW go down to the 'Trim Path' options triangle and 'Click' on it to open 
up the 'Trim Path' options...'Start', 'End' and 'Offset'... NOW to make the line appear to 'grow' we keyframe the 'End' 
percent...moving our CTI to frame one, we click on the 'clock' icon for 'End' and change the value to '0' or whatever gives 
us the starting 'dots' look we want i.e very low value, so MOST of the line disappears...then we 'scrub' the CTI to the 
position in the timeline, and thus in time, in our animation, in the 'action', where we want the entire line to have grown 
out TO, and become complete, and change the 'End' value to '100'...so that now the line will appear to grow from '0' out 
to its full length of '100%' in the time between the two keyframes...and by moving these keyframes we can speed up or 
slow down the 'growth' of our line...usually to 'trace out a route on a map’...or show the track of our snail as it progresses 
across our screen, or indicate the trajectory of a drone or rocket between firing position and potential targets, in HUDs 
etc... 


The ‘Stroke’ and ‘Dashes’ Options for Lines (Which in AE are ‘Shape Layers’) allow you to draw dotted lines, and lines 
made up of dashes, and have them move with ‘offset’ from left to right etc, and if the line in question is a circle, around 
the circle. So these options are great for HUDs. Try out different ‘Line Cap’ and ‘Line Join’ options, and ‘Stroke Width’ 

and ‘Miter Limit’. Click on the '+' sign RHS of ‘Dashes’ to open up further options like ‘Offset’ and change the number of 
‘Dashes’ the line will be divided into, and thus how long each dash will be. Click on same '+' sign again, RHS of ‘Dashes’ 
and ths time the ‘Gap’ option appears, which lets you change the distance between each dash. You can keyframe all these 
to produce rotating dotted lines and dashes (circle shape) or dotted lines and dashes moving in different directions in 3D 
space like traffic in some science fiction film. Using ‘Transform’ > ‘Rotate’ to make the dashes rotate in the opposite 
direction and at a different speed can be interesting, or having multiple Layers/shapes rotating different directions and 
speeds using both ‘Dashes'> ‘Offset’ and ‘Transform’> ‘Rotation’ 


> [Shape Lay er i 
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Trim Paths } 


You can have the 'Stroke' of any shape appear to 'grow' and 'shrink' and 'chase its own tail'...using Trim Paths...draw any 
shape with any tool, ensuring there is 'Stroke', but turning 'Fill' off...i.e 'No Fill’, so just the stroke is visible... So now we 
have a ‘Shape Layer 1', with our 'Shape 1' e.g 'Rectangle 1' visible when we click on the 'Contents' sub-menu triangle 
LHS...Click on 'Add' sub-menu triangle and Click on 'Trim Paths' from options that appear...then click on sub-menu 
triangle for 'Trim Paths 1' to show 'Start', 'End', and 'Offset' options... 

Click on 'End' value slider and drag (Click+Drag) it LEFT so default value of '100' decreases...and watch as the 'path' 
disappears from one point, moving counter-clockwise...then Click+Drag it RIGHT slowly, and watch the shape appear to 
‘grow’ again, in a clock-wise direction...to get a 'feel' for 'END' values...you can set keyframes with different 'End' values 
and so 'time' the extension / contraction of your shape or line...what the value moves is the END point of the 'path' i.e 
'line' or 'stroke' that forms the outside edge/border of any shape, including text that has been converted to shapes, or 
shapes that have been formed to look like text / letters / numbers etc...so a value of '100' for 'End' means the 'end of the 
line' continues to the 'start' of the line, and completes a full loop, so you have a complete shape / linen / number / letter. 


In the same way we can move the 'Start' of the line, so that it starts ANYWHERE along the shape 
stroke/path/edge/border, and grows from there...and we can determine where the ‘starting point' of the line will be at 
any point in time, in the timeline...so the default value of '0.0'% is the default start, (the TRHC???) but by click+dragging 
this value RIGHT, we can move it in a CLOCKWISE direction, so a line can appear to ‘eat itself'...so with a complete shape 
present, increasing this value will gradually 'erase' the shape in a clockwise direction...so you can time this to ‘keep up 
with' the 'growth' of the 'End' value / head / tip of the line, to get the same effect you can also produce with ‘Offset’. If 
you 'Start' with a 'Start' value of '100.00'% (and an 'End' value of '100.00'% so there is NO shape visible), and Click+Drag 
value slider LEFT to reduce the value, the line will appear to GROW out in an ANTI-CLOCKWISE direction. 


‘Offset' moves the entire existing line, at that point in the timeline, around the shape edge/border/stroke/path, so you 
can make the line as it exists at that point in the timeline, appear to move AROUND the shape border/edge/stroke/path... 


Using graph editor...first hit 'F9' to 'Easy Ease’ all keyframes...then open speed graph editor, so starts slower, and ends 
slower i.e so starts very slow, ramps up, then as gets to end slows down, for more ‘satisfying’ 'feel' and ‘look’... 


can change 'Size' and 'Roundness' and 'Position' in ‘Rectangle (or whatever shape tool you used) Path 1', or the 
‘Transform Rectangle 1' or 'Transform' properties for the actual Layer 


MHR can set up complex 'mouse trap' using shapes and lines, so lines grow, 'hit' another shape, send it flying / shooting 
off / rebounding / compressing / expanding / deforming / exploding / etc, in turn ... with lots of 'bounce’... 


A simple 'expanding line' to underline text as it 'fades in' adds interest to text...if it 'bounces' at end i.e overreaches, then 
returns to default, even tastier...i.e gives impression / suggests real mass / velocity / inertia i.e 'real' ‘action’ ... satisfying... 
we ‘enter into’ such animations i.e 'empathise' with the object so it becomes a subject...like watching car you love 
crashing 'ouch' as something rams into it, scratches it, etc...'feel for'...empathise with...enter into...identify with... 


Adjust 'Stroke 1' properties like changing default 'Line Cap' to 'Round Cap’, so now ends of line are rounded off 
Add 'Dashes' by clicking on sub-menu triangle for 'Dashes', then on '+' symbol, especially useful for HUD's and timers 


So far have been working with 'No Fill' shapes i.e just lines / outlines / paths / edges / boundaries of shapes...by adding a 
Fill’ back you now have cool 'pie charts’ ... TIP: just making 'Stroke' 'Width' really thick, can just work with 'Stroke' i.e no 
need to add 'Fill' back if don't want to...just increase value for 'Stroke Width’ in 'Stroke 1' sub-menu by clicking on ‘Stroke 
1' sub-menu triangle...until the ‘line’ widens out to literally fill the circle, just by expanding the 'Stroke' in either direction 
i.e inwards and outwards...you can make marketing graphs that 'grow' to match the changing statistics / figures...or 'pac- 
man' type animations... 


Duplicating and changing the Shapes or entire Layers, you can build up HUD's (Heads Up Displays), or marketing 
animations giving visual representation of mathematical statistics or verbal descriptions ... 


SNAKE ANIMATION 


NOW if we want, we can animate the 'Start' option, to create a 'snake' that slithers across your screen...Keyframing 
the 'Start' '%' so you wait until the line has grown out into the length of your snake, and then start reducing the '%' so 
that the 'tail' of the snake keeps up with the 'head' of the snake, without the line growing or shrinking...e.g Scrub CTI to 
the 'head' of the snake when it has reached its full size (the size you want your snake to be), then 'Click' on 'Clock' icon for 
'Start' so AE adds a keyframe here at the default '0%' value...so the line can now ONLY grow to this maximum 
length... THEN scrub/move the CTI to the end of the clip, and change the value of 'Start' to '100%'... N.B in our example 
we'd add a 'hole' for the snake to come out of...but we could have the ‘dotted line’ start to the Left OFF screen, so it does 
not 'grow’'...instead it 'slithers onto the screen from 'stage left’ ... 


NOTE: To change the shape of our snake, or route it takes, or the route our ‘dotted line’ takes on a map etc, we go 
back up to 'Shape 1', the line we drew with the 'Pen' tool, and 'Click' on 'Path' and then 'Click+Drag' on the control points, 
and 'Click+Drag' out the 'Bezier handles' to change the curve shapes, and the shape of the line... 


TIP: draw a 'heart' or other shape, and have it 'grow' in synch with some sound effect...then 'Scale' it up and down so 
it appears to 'beat' in time with a ‘heart beat' etc... and have it colorize / become a neon sign etc... 


GENERAL: change ‘Export Transparency’ to 'Export with Transparent Background'...clearer, makes more sense...i.e 
RGB+Alpha export option... ‘Composition’ > 'Add to Render Queue' THEN go down to 'Render Queue’ Panel along bottom 
of AE and click on blue 'Lossless' for the Comp you want to Export, which opens ups the 'Output Module Settings’ dialog 


where you go to 'Video Output' and click on the Mask RHS of 'Channels:...' and select 'RGB+Alpha’' and 'Click' on 'OK'... 
NOW the comp will be exported / saved with a TRANSPARENT BACKGROUND so only the Layers will be visible, and you 
can 'greenscreen' them onto any other Layers, which then become the new background e.g for exporting Logo graphics, 
or other special effects like 'fire' etc... 


EDITING TIP: if don't have Premier Pro torrent, use the 'Sony Vegas’ torrent i.e commonly used for video editing... 


MOTION BLUR 


In real life, with real cameras, shutter speed impacts motion blur...in AE need to select 'master' motion blur TRHC 
layers panel, and motion blur in timeline i.e two circles...check/click on box under the icon in layer...to add motion blur, 
don't use 'Camera Settings’ dialog, instead go to 'Composition' > 'Composition Settings’ to open the 'Composition 
Settings’ dialog, where you click on 'Advanced' Tab just under 'Composition Name’... to open the 'Advanced' 
dialog...which interestingly has that 'Anchor' panel Vlogger was marketing 'for a few dollars'...Go to the Middle of the 
dialog to 'Shutter Angle' which is reference to analog film days...which refers to how long each frame of film is exposed to 
the light...the larger the value, the more motion blur you will get, as the object/subject will move further, during the 
exposure time of the frame...Shutter angle of 180 typically 'realistic' default...adjusting samples per frame, with higher 
values, can smooth out edges... 


Adding motion blur 


smooth out color 
gradients and blur out 
backgrounds for 'boke 
effects using blur 


add to ‘glow’ 
and shadow 
effects to 
smooth out 


f ‘Effect’ > ‘Blur & Sharpen’ > 'Fast Box Blur’ 
: >.'Gaussian' 


For all text animation, motion blur usually improves result...click on 'tube' icon above tracks, then look for same icon 
above tracks, like the 'cube' icon for 3D, and then check each box below the motion blur 'tube' icon so this icon appears in 
every track you want motion blur on...may first have to go down to bottom of screen and click on 'Toggle 
Switches/Modes' to 'toggle' to the window that shows these icons ... i.e have to select motion blur from toolbar for 
tracks / layers, and also select motion blur in each individual track you want it on... for advanced blur options go to 
‘Composition’>’Composition Settings’ to open ‘Composition settings’ dialog where click on ‘Advanced’ to show advanced 
options e.g ‘shutter angle’...larger angle makes motion blur greater...e.g 180 degree default... 


, first click on the 'circles/spring' icon to activate motion blur, and then check the 'motion blur' boxes beneath this 
icon... (MHR have to activate first???). 


‘Motion Blur' MASTER icon looks like single circle with multiple 'shadow' circles. 'Enables motion blur for all layers with 
motion blur switch set'. Under this icon for each layer is a box, which by default is empty. When you 'Click' in/on it, you 
see the same ‘Motion Blur' icon appear, and now you have activated 'motion blur' for that Layer. Remember that unless 
you have first clicked on, and ‘lit up' / enabled / activated the MASTER icon above this column of boxes, clicking on this 
box in the Layer itself does nothing. 


Graph Editor: Clicking on this 'Graph' icon opens up the 'Speed Graph' for whichever Keyframes / Property you have 
selected. (Do more on this, from notes. 


At the TOP RIGHT of the Layers Panel is the 'Timeline'. A grey bar with yellow start and end 'bars', and a yellow wedge- 
shaped The CTI (Current Time Indicator) 'Time Ruler’. 


‘Ctrl+O' to tell AE to pre-render a clip for preview. Clicking on the 'start' or 'end' yellow bars either end of the gray bar, 
you can drag to choose the points you want AE to 'Loop playback' between, to save having to wait for the entire timeline 
to render out and playback. 


Pay attention to 'green bar', which at first might just be a few ‘green dashes’, under the grey timeline with the Yellow 
CTI. Until the entire timeline between the two yellow start and end bars of the section have have selected is fully green, 
you can't just 'play' the clip by hitting 'Spacebar’. You have to wait for this green line to appear. The green line indicates 
AE is pre-rendering the clip for playback. 'Ctrl+O' tells AE to do this, otherwise just wait. 


SNAPPING 

There is a box on the LHS of 'Snapping' at the TLHC of the Preview Panel (along the main tool bar at the TLHC of AE). 
With this activated / checked / enabled, AE will automatically 'snap' the 'Anchor Point' to the nearest Control Point (those 
squares at the corners and mid-points of shapes and Text ... check this, notes, and doing i.e notes on isometric text), after 
you 'Click+Y' (or click on the 'Pan Behind Tool’ icon then Click on the Anchor Point), and drag the Anchor point, and 
release the mouse. With 'Snapping' enabled, hold 'Ctrl' while doing this to bypass the snap, so you can move Anchor to 
precisely where you want it. 


TIP: dragging newly imported clips into 'RGB' icon bottom of 'Project/fx Panel' makes it fit your comp settings, and 
adds it to Layers Panel and timeline, but still have to select layer and go to ‘Layer’ > 'Transform' > 'Fit to Comp... 


TIP: toggle 'transparency' on so get the grey-white grid, in order to better see the results of Keylight properties... 


TIP: remove background from interviews, and replace with simple white solid background, maybe with Vignette, so 
nothing to distract viewers, and can position them in center of screen i.e rule of thirds, left background, Subject, Right 
Background roughly equal, though shoulders will take up more than 1/3, and head will take up less...AND if you do this 
with YOUR content, you can more easily replace the background i.e Key OUT background later, even if lose 
transparency...vignette draws eye towards subject, adding contrast etc...Light BLUE great for most skin tones for 'white- 
pink' skin...experiment with different 'Blend Modes' for background, to find what works best...can have background 
constantly changing to make ‘talking head' video more dynamic...choose background colors that ‘flatter’ subject... 


Repeat Edge Pixels 


when using blur 

often get this 

sort of edge to 

screen, so to remove ° 

it click on ‘Repeat edge pixels’ 
as indicated to left 
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Simple Choker (for clearing up blurry images) 


‘Simple Great for ‘cleaning up' blurry images 
Choker’ 


Here ‘Simple Choker’ has been used to ‘clean-up’ excessive motion blur in an animation 


Pan Behind Tool 


drag ‘pan behind tool’ aka 
‘anchor point’ to wherever 
you want transformations to 
be centered on eg point will 
‘rotate’ on, or expand,out 
from, or'spin around’ 


Starting new project 


Start new project using Composition > New Composition, then File > Import > Multiple files to import video, music, 
images etc...then up top click on 'T' icon to open new Text layer... 
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‘Composition Settings’ 
dialog pops up to 
define length, 
resolution etc of this 
new comp 


click on icon to 'create 
new composition’ 


+ - 


You can open a ‘New Composition’ and its ‘Composition Settings’ Dialog, by clicking on the RGB icon at the bottom of 
the Project / fx Panel, here circled in red 


Choosing what Panels appear on the RHS of your AE Project window 


2018 - Untitled Project.zep * 
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Workspace > 


Assign Shortcut to “Default” Workspace 


Find Extensions on Exchange 


Extensions 

Align 

Audio Ctrie+4 
Brushes Ctrl+9 
Character Ctri+6 
Effects & Presets Ctrl<5 
Essential Graphics 

nfo 


Y Libranes 
Lumetn Scopes 
Mask Interpolation 
Media Browser 
Metadata 


Motion Sketch 


Paint Ctri+8 
Paragraph Ctrl+7 

Zi Preview Ctri+3 
Progress 


Go to ‘Window’ and click on LHS to ‘check’ the box for the Panel you want to ‘toggle’ ‘visible’ in the Workspace 
WD iae ttn en CM). Cine Sree gi pón erg == ae 
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check LHS ss 
window > Effects Hii 


window shown 
here 


The ‘Project’ Panel doubles as ‘fx’ Panel (you click on the ‘Tabs’ along the top of the Panel to ‘toggle’ between ‘fx’ 
Panel and ‘Project’ Panel. But if the ‘fx’ Panel does not appear here, in the top LHS of AE, which is by default the 
‘Project’ Panel, go to ‘Window’ > and make sure the LHS box of ‘Effect Controls...’ has a tick / is ‘checked’ and if it is 

not, then ‘Click’ on the box to add a ‘tick’ icon to it 


‘Archiving’ projects i.e saving all project related files to one folder 


To ensure your projects are portable, and open with every necessary file, ‘Archive’ your projects. 


Make top folder '01 OUTPUT_Comps’ and keep final comps in these. When it comes to archiving these, go to File > 
Dependencies > Collect Files to collect every file referenced by these Comps. This is like saving a Reaper folder with all 
the samples and items. 


Importing files into New Project 
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Using the Top Menu Bar and click on ‘File’ > ‘Import’ > ‘File’ ( ‘Go to ‘File’ >’Import’ > ‘File’) 
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RHMC (Right Hand Mouse Click) anywhere in the Project Panel and choose ‘Import’ > ‘File’ 


When open new project...click on 'Project' Tab TLHC first, then can RHMC everything in Project panel...can import 
with RHMC without first setting composition etc...Dbl Click anywhere in Project Panel to open Import dialog...can then 
drag down into 'trash' icon to make a composition of this file with the same settings as the imported file itself...if the 


Project is new...if there are existing layers already in the project, it will adapt the imported file to the existing project 
settings... 


Can import entire Comps in usual way...they will be added in your current Project Panel in their own folder...click on it 
to open it and show the contents i.e imported Compositions...but if you already have an existing folder selected, it will be 


imported to that already open folder...just click and drag comps and elements from between folders and panel etc... 


Remember always to import new clips to Project panel, then drag down into the 'Comp' icon LHS trash icon to open a 
new Comp in AE down in layers panel, of same name as clip file...so that the clip automatically is given the same 
compatible settings as the rest of your existing Project...to add layers to this comp layer, Dbl click on the red/green/blue 
comp icon LHS layer name ?? 
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clicktdrag file into 
timeline or preview 
window to add new 
layer to comp 


AE automatically adds a new Layer down in the Layers Panel LHS, any time you drag a file down into the timeline, or 
down into the RGB ‘Create New Composition’ icon at bottom of the Project (Effect) Panel 


click+drag file into 
preview window 
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Or if you want the new file to start at the current location of the CTI / Playback head, drag the file down and right 
directly into the Timeline itself, (RHS of Layers Panel) as shown here 


Where you 'release’ the file in the timeline becomes starting point of clip 
(Cre Knot Dente! Atte (ect: a a ane * 


nes wasn me 


click on 'create a 
new composition’ 
and layer added in 
timeline 


Or to add an empty Layer, just click on that RGB ‘Create New Composition’ icon at bottom of the Project Panel 
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And next to it is the ‘New Folder’ icon. Click on it to add new folders to the Project, to organise your files better 


Tips for Faster Rendering 


[ic] Adobe After Effects CC 2015 - C:\Users\William\Deskt... 565\Projects\Audio Spectrums\Blackheart - Two Steps From Hell\Project.aep 
File Edit § Composition flayer Effect Animation View Window Help 


New Composition... Ctrl+N 


Composition Settings... Ctrl+K 
Set Poster Time 
Trim Comp to Work Area Ctri+Shift+X 


a 
Add to Render Queue 
j Out hod Preview 
Preview 14 4 > D> >I D 4 
Save Frame As 
BLACKHEART Effects & Presets = 
Pre-render... TWO STEPS FROM NEL 5 & Presets 


Composition Flowchart Ctrl+Shift+F11 


Composition Mini-Flowchart Tab 
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> 
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Just hit the ‘Caps Lock' key on your keyboard before you ‘Add to Render Queue’ to save RAM by NOT having the 
rendering clip previewing = % &@hO 


STEPS FROM HELL @® 


H T CAPS LOCK BEFORE 


T 
VA 
T 


G 9:48 PM 
18/01/2016 


Some of these tips will reduce the quality of the render, while others, such as ‘hitting Caps Lock’ before sending to 
rendering queue, simply save RAM by NOT previewing render in real time! 


Using Global settings...Hold 'Shift' on keyboard, then with 'Shift' held, go to Edit > Preferences> General...and because 
you were holding down 'Shift' key all the time, you will get options that are otherwise 'secret' in the 'Preferences' dialog... 
once 'Preferences' dialog open can release 'Shift' key...click on last option LHS list 'Secret’...And NOW you can use the 
‘Purge Every X Frames During Make Movie’... First make sure both boxes are checked 'Disable Layer Cache' and ‘Ignore 
Sequence Rendering Errors (Danger)... and set blue number to 2, so now have 'Purge Every 2 Frames During Make Movie’, 
and then click on 'OK' TRHC of dialog... 


Disable RAM Render: i.e preview shown while rendering eats up RAM...so BEFORE add Comp to Render Queue 
(Ctrl+M), simply hit 'Caps Lock' key on keyboard...and observe that there won't be a live preview during rendering... 


Render Settings Dialog: Can click on 'Lossless' blue text in 'Current Render' panel, to open'Output Module Settings’ 
dialog and change 'Format' from default 'AVI' to 'QuickTime' (not sure if this is good idea for Windows users? try and 
see!)... THEN can click on ‘Format Options...' TRHC of ‘Output Module Settings’ dialog, and drag 'Basic Video Settings' 
‘Quality’ slider left, from 100, lower, to suit your needs MHR .AVI files HUGE so maybe try and see how far can reduce 
quality, and speed up rendering times, given | end up using basic 'Hi Def' setting on MovieMaker...You can use the 'Audio 
Output' BLHC of dialog to change quality, or even mute audio, if not using/need, to speed up render times...BE SURE TO 
CLICK ON 'OK' TO APPLY ANY CHANGES MADE IN THE DIALOG... 


MORE COMPLEX 


Go to Edit > Preferences > Previews... to open 'Preferences' dialog...change 'Viewer Quality' and change 'Zoom 
Quality'from default 'More Accurate’ to 'Faster'... and change 'Color Management Quality' from default 'More Accurate 
Except RAM Preview’ to 'Faster’...then click on 'OK' to apply changes, and close the dialog... 


Go to bar below Preview RHS of 'Active Camera’ etc, and LHS of ‘lightning’ icon, and hover over square icon until 
‘Toggle Pixel Aspect Ratio Correction’ apepars next to mouse cursor...if it is lit up, click on it so it 'greys out' i.e de-activate 
Aspect Ratio Correction’ ... 


Go to Edit > Preferences > Memory and Multiprocessing...’ to open Preferences dialog and see how much RAM has 
been reserved reserved for other applications...compared to available RAM for AE...at top in 'Wemory' section of 
dialog... CHANGE 'RAM allocation per background CPU: ' to 1 Gig, to free up RAM from default 2 Gig setting...click on 'OK' 
to apply changes and close dialog... 


Before 'Render'’, in ‘Output Module Settings’ Dialog, can click on box LHS 'Resize' and change 'width' to 300 or 


whatever size viewers are most likely to be watching your clip, to reduce file size...then click on BRHC 'OK'... 
H.264 is suitable for Youtube i.e much smaller file size than 


Vlogger says have to make sure 'Video Code: ' mask is set to ‘Animation’ and NOT H.264 (which will leave a black 
background?), but he is using QuickTime, which has its own 'QuickTime Options' dialog...but good to know in case ever 
want/need to export as QuickTime file... 


Lossless means full highest quality... CODEC...with QuickTime 'Animation' file size large...H.264 is good for Youtube... 


EXPORTING/IMPORTING PARTS OF PROJECTS 


You can export an .avi file as RGB+Alpha, and import it, as a transparent layer, but then you can't edit it much...select 
the Composition in the Project Panel, and go to 'File' > 'Dependencies' > 'Collect Files' to open the 'Collect Files’ 
dialgo...and click on Mask for 'Collect Source Files: 'and choose 'For Selected Comps' and then click on LHS box for 
‘Reduce Project’ to check it...so you'll only be saving the files from these selected comps...then click on ‘Collect’ ...and 
then change the name in the 'Save As: ' mask, you want the FOLDER these files will be saved in to be saved to... THEN 
later to IMPORT these files, RHMC in Project panel of that AE project, and choose 'Import' > 'File' or go to 'File' > 'Import' 
> 'File' and open the folder and select the AE project in it...and it will be imported into the Project Panel... 
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with render queue open, click on ‘Lossless’ BLHC to open ‘Output Media Settings’ dialog, then click 
on 'RGB' and select 'RGB+Alpha' so now will be exporting clip with transparent bg i.e will be able 
to overlay onto any background as foreground / top layer with no background 
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Output Module Settings 


clicking on ‘Lossless’ BLHC render 
window opens up this dialog 
click on 'RGB' in ‘Channels’ 
mask then select 'RGB+Alpha’ 


4 


ROR Alpha 


Click on this option to select it, then click 
on'OK' to apply change, now can export 
clip with no background 


Importing a ‘Transparency’ such as we have just exported 


open & aa Fc F. D 
Ood pti 2 E Se noo Snot a A 
Import transparency with HUD, then check 3-D and change Mode from default ‘Normal’ to 'Add' 


To view the transparency with no background 


Click on the ‘grey chequers’ icon to the left of the ‘Active Camera’ mask at bottom Left of the Preview to remove any 
background, and show just the transparency 


Dragging a file into AE from any open window to import it into the currently open Project 


_@ finde Fe En View Go Weoo Help EE Tee 2 . EO tt Metre Qz 


Animating text and objects using Keyframes 


click on down arrow then 


‘clock’ icon so blue disc 
appears LHS to activate 
‘keyframes’ animate text 


adds a keyframe to this layer's timeline, move to new 
position in timeline and click on blue diamond icon 
LHStoraddemore:keyframes anywhere along timeline 


Scale property 


0;00;01;13 


‘en 


‘Click’ on a Layer to Select it, then hit ‘S’ on your computer keyboard to open up the ‘Scale’ Property for it 


with ‘constrain proportions’ 
chain link icon clicked and 
toggled off (so icon in box 
dissappears) you can drag slider 
to give clips that old ‘cinematic’ 
lengthening of faces, which is 
flattering for most faces and 


Hold 'V' on keyboard to turn mouse pointer into arrow tool to move objects around, select 
points etc... 
PICKWHIP 


Drag pickwhip of one layer to name of another layer, and the 'Parent' mask shows the name of the layer you have 
‘Parented' this layer to...now, with the Anchor point of the 'Parent' as the locus/transformation point/Anchor Point, any 
Rotation, Scaling, Positioning, etc you do to the 'Parent' will be done to the 'child' as well...with rotations being AROUND 
the Anchor Point of the Parent, etc... 


Shift 
Space 


To move several objects easily and precisely, ‘pick whip’ two objects to a ‘null layer, drag the null layer, 
and objects with it to their desired position, then delete null layer @ben_marriott_ 


Pickwhipping 'Expression:....' to fx PANEL effect e.g 'slider' 

Add ‘Adjustment Layer' or 'Null Object' and add e.g 'slider' effect to it. We can use this as a ‘master’ fx BUS now! Click 
on fx Name to change it, to something more descriptive, so you can use it later as a pre-set, and click on the ‘lock’ icon to 
lock this panel in place, no matter what layer you later open...So you can NOW Alt+Click on a property in any layer, and 
drag the pickwhip from its 'Expression:.....' UP to the fx Panel, to this fx, (e.g to > 'Slider' and NOT 'fx Slider’ which is now 
the 'Parent' of that 'Paramater'... (master-slave)...and can use e.g same slider effect/programming, on ANY Paramater 
from ANY layer... WHICH IS GREAT TIP FOR SYNCHING TRANFORMS/CHANGES E.G YOU CAN USE THE SAME SLIDER FOR 
CHANGES IN SCALE AND OPACITY AND ROTATION ETC OF DIFFERENT LAYERS, SO YOU 'CHOREOGRAPH' THE TRANSITIONS 
TO SYNCH UP I.E OCCUR AT SAME TIME...AE BALLET... 
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when you drag the 'pickwhip' icon from one layer to another, you are ‘adopting’ all the 


properties of that layer, so the pickwhip layer now becomes the ‘child’ of the new ‘parent’ 
you have dragged the pickwhip TO 


Alt+Click on 
individual 
property want 
another layer to 
‘inherit’ and 
pickwhip join 
‘donor layer to 
‘inheritor layer 


5o E 


E e.g Alt+click layer then pickwhip from donor layer ‘rotation’ to inheritor 
‘rotation’ now donor rotation cloned to inheritor layer @ben_marriott_ 


Pickwhipping multiple Layers to one Layer (or Property thereof) 


Ctrl+Click on multiple layers, then drag pickwhip of ONE of these, to any Layer you have keyframed animation for e.g 
rotation, and all these Layers will inherit the same rotation from this 'parent' 


Puppet Pin Tool 


click+drag the yellow ‘pins’ to Or to distort / contort 
move parts of image around, ; / reshape any image 

~ then keyframe’to produce or form e.g take fat 
animation like  sgasmea `“ - belly and make thin, 
cartoon i add smile, lengthen 


legs or hair 


File Edit Composition Layer Effect Animation View Window Help 
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A 
Can take good pics of self etc and use Pin Tool to Puppetize : 


Click inl 'Pin' icon TLHC...2019 has 5 options...First select 'Puppet Position Pin Tool' (Ctrl+P) to add Position Pins...Think 
of these as 'joints', such as knees and elbows...like anchor points in text layers, around which the 'limbs' of the puppet will 
move...the points WHERE bends will start FROM...like the FIXED point of a pendulum, around which the limbs will 
'swing'...the cursor changes to a 'Pin' icon...and when you click the pin into position AE adds a yellow circle at the point in 
the Preview, and adds 'Puppet' Properties to the Layers Panel LHS, under 'Effects' for that Layer...You can edit the 'Type' 
of Pin AFTTER having set it in place, using 'Deform' > 'Puppet Pin 1' > 'Pin Type' RHS mask which will display the current 
Pin Type i.e 'Position'...by clicking on 'Position' you can open up the list of 4 options, 'Position', 'Starch', 'Bend' And 
'Advanced', and change the Pin Type by clicking on one of these options...and use 'Position' to more precisely Position the 
pin... NOW with 1 pin, you can move around the entire object, but not make any 'deformations'...for that you need at 
least TWO Pins...one to remain FIXED as the fixed pivot point of the 'pendulum'...the other to move in an arch around this 
fixed point, the other end of the pendulum...e.g you need a 'knee' AND a 'foot'...so the foot can swing FROM the knee... 
NOW go to top of AE and click on box for 'Mesh: Show' to 'Show the underlying structure used by the Puppet tool' (think 
of this as the musculature and sinew and bones of the subject)...Notice how any time you add or remove or move a 'Pin', 
the mesh changes...becoming more or less denser/complex in structure in different areas...And note that each 'Pin' is 
added under the Layer > Effects Panel with its own number e.g Puppet Pin 4, and you open the options for each Pin by 
clicking on the 'angle icon' to the LHS of its name...SO set first two pins, one the FIXED point which the 'limb' will move 
ABOUT, and the other, the END of the limb you want TO move about it...e.g first pin 'hip' and second 'foot', for simplest 
'leg' movement, from hip...then you'd want to add a 'knee' joint/pin, so the knee swings about the hip Pin, and the foot 
pin swings about the knee Pin...you Click+Drag the foot and knee to move them...and drag the CTI to move along the time 
line...and each time you Click+Drag and release a pin, AE adds a new Keyframe at that position in the timeline, to save the 
location of each Pin...e.g move forward 5 frames for each change...remembering you only need 24 frames per second to 
have realistic looking animation i.e typical Celluoid film FPS...and much less simply for fun animations... NOW a real leg 
has bones which stop it bending BETWEEN the knee and foot...YOU have to add these...using TWO 'Starch' Pin Tools...to 
define the region you want to be 'rigid' (starch is used to 'stiffen' shirt collars etc or 'thicken' soups etc)...SO click in the 


'Pin' icon and this time select 'Puppet Starch Pin Tool’ (Ctrl+P again, this time twice? to cycle through the 5 options!) ... 
NOTE that these Pins are added in Layers LHS panel under Layer > Effect...and clicking on the 'down angle’ will show the 
Pin Type on the RHS...as ‘Starch’... ADD 'STARCH' PINS I.E BONES, FIRST, LIKE YOU WOULD WHEN BUILDING A MODEL.. 
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To Emulate real 
; TE — lhorse gait shown 
Suspension (in the air) bee ce ae Se Pushing off Add ‘Position’ Pin 
| at ‘body’ to fix 


(lett diagonal) 
ii aoe A 4 moving legs’ to 


KK KY yp i X ; i ‘stationary hips’, 
NA Bl A } » then add ‘starch’ 


- 1 ' 
Suspension (in the air} Second beat: right front Pushing off o pins as bones 


and left hind together 


(righe diagonal) (V then ‘Advanced’ 
Pin for ‘knees’ 


.Note that AE adds a new keyframe for every new Pin at the point in the timeline that you are at when you add the 
Pin...select them and drag them to frame 1 / Osec / start... Now click on Pin icon and select ‘Puppet Advanced Pin 
Tool'...the cursor changes, and when you click on a point in the preview, AE adds a green point, small circle, and large 
circle with a small square, and an icon suggesting rotation...you Click+Drag on the square in the larger green circle, to 
rotate the 'limb' AROUND/ABOUT the Pin...so the pin becomes a JOINT/FIXED PIVOT... NOTE: this new Pin Tool has 
options you open by clicking on the down angle icon...'Position’, 'Scale', and 'Rotation’...Click on the green box in the 
larger green circle, and drag it up or down, to 'Scale' the size of the circle, and thus the 'circumferance' of rotation, the 
distance of the pendulum swing...and note how the limb 'contracts' or 'expands' as you do this...Click+Drag on green 
center point / Pin, to drag entire limb around, lenghtening and shortening it...while Click+Drag on green BOX rotates the 
limb around the Pin, which becomes its 'joint' e.g knee, ankle ... (does this mean don't need to add the usual 2 points to 
animate?)... REMEMBER that any time you move the CTI, then change any Pin, AE automatically adds a new keyframe at 
this point in the timeline, where the CTI is, to 'save' this change, so can easily move keyframes, delete them, copy and 
paste them, LOOP them (thus that 'Expression' for LOOPIN and LOOPOUT is a definite MUST learn!...1 will add it here; 
LOOP IN and OUT: 

Can set a few keyframes, and have them continously loop until the end of the clip: 

Alt+Click on 'Position' for text / logo layer, then click on the black on white triangle that appears for the 
‘Expression:Position', to open a list of options, and choose 'Property' > loopOut/type = "cycle", numKeyframes = 0)...which 
will be added by AE as an expression in the timeline...and now whatever keyframes you have will continously cycle/loop 
AFTER the LAST keyframe, till the end of the clip...like the ‘Cylon Eye’ or 'Knight Rider''s car...lf change Out to In, it will 
loop BEFORE the first keyframe, and stop at the last one...select keyframes and hit 'F9' key to make it look more real i.e 
pendulum swing / bounce / bounce off wall / rebound etc ... if change cycle to pingpong it will reverse the keyframed 
action when it reaches the last keyframe, return to start, and start again, for as long as clip continues (which is what my 
animation does already so...)... You can have it play through all keyframes, then only pingpong back between second last 
and last keyframe, over and over, by changing last number 0 to 1...can make 'sexually suggestive’ movements...to get 
attention, without being sexual/explicit e.g T logo 45 degrees 'thrusting' back and forth into?....changing last number to 2 
means it will go through keyframes, and when reaches last, it will cycle/loop back and forth between this last keyframe 
and the 2nd last keyframe, and so on...SO...NOW...think of each keyframe as one 'frame' in a film...which is a sequence of 
24 frames, per second...the 'Moving Pictures' which make up a 'film’...there is NO movement WITHIN a frame...the brain 
takes the 24 frames, and MAKES a 'movie' FROM them...so to minimise your work, TRY AND SEE how few frames per 
second you can get away with...and use the 24FPS option in 'Composition Settings’... TIP:you can find online resources e.g 


sequence photos or drawings showing the actual 'gait' e.g 'horse trot' you want to emulate...then simply copy the 
sequence of images as keyframes....moving 5 or so frames each time...and AE will add the 'movement' between frames 
(or is it your brain does as it samples moving images around 24 times per second? or both?)...BY using ADVANCED Pin and 
rotating and dragging it...to match the series of photos...to loop simply, can COPY the first keyframes from frame one, 
and PASTE them on the LAST frame (???)...this works in the Vlog...try and see...or use the Expression... 

NOTE: great thing is that AE, via the 'Internal Structure Web’, ensures the REST of the animal ALSO moves 
ORGANICALLY relative to movement of legs, adding realism and authenticity...BUT if you don't WANT that extra 
movement, you simply add a 'Position' Pin between the part you WANT to move, and the rest you do NOT want to move, 
which then becomes the FIXED point about which the 'pendulum' / moving part, DOES move... 

NOW: select 'Puppet Bend Tool’ to add 'bend' to tail and neck...this is a more limited version of the ‘Advanced Pin 
Tool’, offering only 'Scale' and ‘Rotation’ options (with no ‘Position’ option so you cannot accidentally 'stretch' or 'shorten' 
a 'limb' etc)...Remember if you want to change ‘Position’ later, can simply change the Pin Type to ‘Advanced’, later...but 
this way you won't ACCIDENTALLY change 'Position’...NOTE that it 'Rotates' slightly differently, so try each to see if 
difference MAKES a positive / negative difference!...Click to add the Pin, near the middle of the neck, and you get very 
organic looking movements of the head, neck, and entire body, thanks to the 'Mesh' / 'Internal Structure'’...i.e everything 
IS connected to everything else, and AE recognises this, and you puppets ARE like this...automatically...in AE... 

Will be fun using these around MOUTH to animate ‘speaking’ etc... NOW...AE adds new keyframes any time you add a 
Pin, or move the CTI and make any changes TO that Pin...and you can change the values in the LHS Layers Panel, precisely, 
from keyframe to keyframe, to get the exact movement you want...and 'between' these keyframes, AE will, as usual, 
handle the 'transition' so you get SMOOTH changes from one 'Position' and ‘Rotation’ angle to another...which is why 
there is no automatic ‘blur’, as with film...because AE actually has a HUGE number of samples compared to traditional 
24FPS film...there are no 'gaps' between 'Positions' and 'Rotations' ... interesting given how brain is set up / has evolved 
to 'parsimoniously' sample ONLY 24 Frames per second!...or the Matrix program is doing this to save CPU resources}... 

THEN: select all keyframes and hit 'F9' to 'easy ease’ them and add even GREATER authenticity, making the images 
even MORE ‘organic’ looking...more ‘real’... 
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Suspension (in the air) First beat: left front Pushing off 
and right hind together 
(left diagonal) 


Suspension (in the air) Second beat: right front Pushing off 
and left hind together 
(right diagonal) 


Morphing shapes and tips on Speed Graph Editing to suggest mass, Momentum, and making 
action look authentic 
Can morph triangle into square, etc...and apply to other objects...good animation about ‘looking real'...think of a cobra 


snake pulling back just before striking forwards, or boxer doing same, or swimmer on blocks pulling back, before 
‘springing forward’, arrow being pulled back in bow, or my favorite analogy, the 'Scandinavian flick' of the steering wheels 


LEFT, as the driver pulls the handbrake, before their ultimate object of swinging the steering wheel, and car, LEFT, into a 
hand-brake turn...What you will see as an 'S' curve in your 'speed graphs’, is anticipation, action, follow through, and 
return to final resting point...the idea is that your object should first ‘anticipate’ their next action, e.g if going to send 
object flying across screen to right, have it first 'bend backwards’ and 'rotate backwards’ a little, to build up kinetic 
energy, like a spring, or a bent bow, a bent piece of wood, an elastic, so you can then rotate it forwards, very fast, at the 
very beginning...so the start of your 'speed curve' will be fast...then keyframe the left to right 'Position' keyframes to send 
your object ‘hurtling’ across the screen to where you want it to rest, BUT you want to SUGGEST momentum of actual 
physical bodies, which have INTERTIA, and cannot just start and stop immediately...you need some sort of ‘follow 
through’ where this ‘inertia’ is expended, this energy of the 'flight' across the screen...which you can SUGGEST by slightly 
bending and rotating the object MORE THAN you want, and then having it SETTLE BACK to its intended final resting 
place...think of coiling yourself up to lunge out and race across the room, and trying to 'stop on a dime’, you stop your 
feet but your body will continue forward, until you control it, and retain your balance, even as your feet don't move any 
more...so have object rotate a little MORE, then settle back on itself...so a squared corner will 'rock' on its corner, and 
‘bend’ a little, if you want to get really clever, to SUGGEST INERTIA and real MASS...so triangle might rock backwards a 
little, on its left corner, at start, before travelling across screen, then when it stops, rock forwards a little, on its right 
corner...SUGGESTING it has real mass, via these things we ASSOCIATE with mass i.e INTERTIA is property of MASS that 
you can FAKE i.e SUGGEST in this way...just as ball bouncing will ‘expand out' and ‘flatten out' when it hits the ground, 
then flex back into shape, at first stretching taller than it was, before SETTLING BACK to its original, pre-deformation, 
state...and if you drop something on the ground, it often deforms a little, and sends shock waves around it, sending up 
dust, making noises, all SUGGESTING it was a real object, falling, with inertia, hitting something that RESISTED it, and the 
energy of IMPACT producing 'sound' and 'shakes' and 'shock waves' etc... SO in PRACTICAL TERMS this means key framing 
‘Position’ at least 5 times, pre-start negative move, start, to stop, to ‘overshoot', and back to 'resting point'...and match 
these to 'Rotation' keyframes, with the pre-start a negative rotation, then positive rotation to 'correct' this to bring object 
back to default 'flat' 'neutral' 'level ‘rotation (unless want it to spin / roll through rotations as it moves across screen), 
which ends where you want object to come to 'rest', after which you keyframe the ‘inertial follow-through spin’ to 
suggest the object has inertia, tried to stop, but was carried a bit forward by its momentum, then keyframe a return back 
to the 'resting point' which is 'flat' ‘neutral’ 'level'. So object appears to 'lean backwards' BEFORE starting journey, 
accelerates suddenly, is carried across screen by its own power, tries to stop, but 'rocks' forward on an edge, due to the 
energy of its travel / momentum / inertia / accelerated mass, before rocking back to its resting place, ‘flat on the 
ground'...really 'enter-into' the ‘flight’ of the object, as if it is real, and imagine what a real solid, with mass, acting in this 
way, might look like...and the more right it 'feels' the more realistic it will 'look'...we are using multiple representation 
systems, when we add this 'mass / inertia’ dimension, and then audio that matches the action, and SUGGESTS the same 
things i.e want to show and hear the things we ASSOCIATE with real objects accelerating and decelerating in reality... THE 
SIMPLEST way is to select the keyframes and hit 'F9' to 'easy ease' the keyframes both in and out...in Graph Editor / 
Speed Editor, you can then drag the 'Bezier handles’ that AE adds any time you use ‘Easy Ease’, to precisely TUNE the 'S' 
curve shape...to s slow down the initial acceleration, and final 'braking' of the object to your taste...so that we go 'slow 
acceleration’ (which is the only acceleration you get in REAL life), a quick move across the screen, followed by a slow 
deceleration just as it hits what will be its final resting place (again the only sort you get in real life, unless your object 
smashes into something and its back compresses into its front, and rebounds, or shatters!)...and even add ‘Control Points' 
to the curve to vary the speed BETWEEN the existing keyframes (adding a new keyframe with every ‘Control Point' you 
add, by clicking on the Speed Graph / Curve...So what you want to SEE in your GRAPHIC EDITOR I.E SPEED CURVES / 
GRAPHS, is a gentle wave/swell slightly down below the default start position of the graph, then a steep climb over a 
fraction of the distance of that swell, followed by a slight 'overshooting' of the final end point, with a slow gently swell 
down to that point...like an 'S' which has had its starting and ending points pulled out to look more like a 'step’'...by pulling 
and dragging the ends of the Bezier handles on the graph...the 'cliff' will be leaning slightly forward, and the 'plains' at the 
bottom and top, will have a slight 'ditch' before the cliff starts, and slight 'mound' at the top of the cliff, before 
smoothly/gently rolling off back to the slightly lower final rest position. Play with the Control points and Bezier handles 
until it 'FEELS' right / authentic / organic / real... 

NOW to MORPH shapes...we add another shape, and drag it's Pick whip to the Original layer name...so we have 
‘Parented' it...and it will behave the same as the first shape...say we start with a triangle, and add a 'square' shape...and 
want the triangle to 'morph' into the square, as it careens across the screen...using movement and blur is great for 
transitions with real footage, just as it helps us here...we then TRIM the triangle and square layers, so we have ONLY 
triangle up to the middle point in the timeline, then ONLY square after it...just like most 'Zach' magic on YouTube, using 
AE, you can 'swap' things from one frame to the next, and it looks like they simply changed... 


Ball bounce simulation in context of Speed Graph Editor 
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A ball bounce simulation would have an initial acceleration from zero, as a ball is dropped, 
increasing until the ball reaches its fastest speed just as it hits the ground, where we get a 
sudden stop, and deformation of the ball, followed by a sudden acceleration as the ball 
reforms and ‘bounces’ up, accelerating until, fighting gravity, it runs out of kinetic energy, 
stops mid-air, reaching a speed of zero, before falling, and accelerating back down to the 
ground, hitting the ground again at maximum speed, and suddenly slowing to zero, before 
rebounding and repeating this cycle, each time with less kinetic energy, and a shorter time 
frame, until all the energy of the initial ‘drop’ is used up fighting the force of gravity 

The steeper the curve / line, the faster the object is moving. At the blue marked peaks, the 
acceleration is zero, and the line is ‘flat’, just like gravity is ‘zero’ at the apex of a steep climb 
followed by a steep i i ing * gravity simulations’ used b 
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On the subject of ‘Zach’ type magic, some clever uses of perspective 
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This last one took me a while to figure out. Have you worked it out yet? Pure coincidence and luck? Or? 


Stick a paper airplane to the front of your lens, and ‘fly’ it around the room 


Or attach your camera to your car, or motorbike, and whiz around town, or take the ‘twisties’ 


Typical ‘Zach’ magic tricks 


Film with one object, then film with 
second object, using stand... mask out 
all EXCEPT second object, and replace 
mask with original as tap it with ‘magic 
wand’...or use "Scale" to suddenly scale 
it up from nothing with mask suddenly 
replacing the original 
item on layer beloil it 


d 
Heré replacing healthy crackers 


Gr with yummy cookies, at wave of 
——/ magic wang > > 


=e 


Mask out eg? fromegg frying clip, so this is all 
that femaiks-of that original clip, then scale it 


to nothing, et itscale back out to default 
justafter ping pong ball lands:in frypan 
After playing with perspective as in the photos above, the next key ingredients to ‘AE Magic tricks’ is the use of Masks, 


and ‘Scale’ and ‘OpaciTy’ properties, which let you make it look like a ping pong ball you bounced into a frypan has 
turned into an egg at the last moment. 


Film self pouring drink 
into glass, then mask out 
everything EXCEPT the 
glass as it fills up with 

yaliquid, then place masked 
layer above layer of you 

* ‘pretending to fill glass 
with ‘magic wand’, and all 
we see is glass filling with 


Add effects to jaa ; Pretend sticking hand through worm-hole, 

‘wormhole’ novena alr Duplicate clip. In copf mask out 
everything EXCEPT thë hand that is to 
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film self "high-fiving” 
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room then film self 
doing same from 
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Playing with fire 


With ‘fire explosion’ clip as top layer 
(click+ to top layer) click on ‘Normal’ RHS 
of clip layer to open list of options, click 
on ‘Screen’ and only ‘fire’ will be visible, 
leaving black background transparent, 
revealing / masking all layers below, so 
looks like fire / explosion now happening 
on layers below it 


w 


imported clip of fire 
explosion on back 
background 


RHS of clip layer is 
option ‘normal click 
on to open list right 


‘with 'selectér tool 
active (click on it 
TLHC) you can 
click+drag to 
reposition and 
clicktdrag on handles 
to transform shape of 
fire and explosion clip 


Draw mask around 
inside of hand for 
‘internal glow’ effect. 

oggle ‘Mode’ in 
layers and click on va 
‘Mode’ to open list of z . Co ee ie BI eee) it?) 
options and choose i aww \-“/, adda las, Solid eee Pa Aa 
add" as your ‘Blend Mode’ ` $ layer and 'CTRL+C' to copy oo CTRL+¥' to 

Bae itis ‘Normal’ : - - - paste the mask onto the new Solid Layer 
Increase ‘Feathering’ in Mask Settings, so ‘get softer transition, 
remembering this is for an ‘internalglowemanating froam.object 
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Changing ‘Blending Mode’ of mask to ‘Add’ or 'Screen' usually makes mask pixels brighter, 
which is good for an ‘internal glow’ effect, even before adding the ‘Glow’ effect per se, and will 


enhance that 'Glow' effect 


Drag pickwhip of ‘Track Matte’ to a 
‘Null object’ where you have tracked 
the movement of the hand, so your 


mask moves with the hand. va e 
On solid layer pasted mask, change Track Matte 'None' to ‘Alpha Matte" | 


Drag solid layer with mask on it above duplicate of original layer. Set Mask options to ‘None’ for the 
original mask on this layer we copied, or delete it So duplicate track in full appears behind copied mask 


on solid layer. 
Select new solid with mask copied to it and change ‘Track Matte’ from ‘None’ to ‘Add’ by clicking on 


‘None’ under ‘Track Matte’ so it only shows the pixels of the mask layer above it, and not the layer it self. 


B track 
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Import fire clip and 

drag down to layers 
and change 'Mode' 

to ‘Screen’ 


Hit 'F4 or use ‘Toggle Hamas to open up this menu of ‘Mode’ options. click on down arrow RHS of 
Layer Switches’ SA default ‘Normal’ RHS of layer name, and choose ‘Screen’. 
marked here 


find fire clips with black backgrounds to import to AE 
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Liquify is great effect for ‘shaping’ effects 
e.g ‘fire’ i.e spreading it around to appear 
to be covering object, coming from tip of _ 
finger, or associating it with explosions etc = 


RHMC on fire layer and go to ‘Effect’ >'Distort’ > 'Liguify : ets Toa 
= “one hand so it matches 
the contours more “%77? 
closely Le fire looks 
\ylike coming from 
nand ie flammable 
J liquid covering 
hand and burning 
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Adjust 'tool' size for 
effecthere ii 


click on ‘clock’ for ‘Distortion Mesh’ so each time 
you move flames, keyframe added 


MHR IDEA 


Have shapes move bump into and blend with each other, or ‘hit’ each other and ‘share’ their colors i.e accumulation 
of colors as they move around, hitting each other, and ‘sharing’ their colors 


ADVANCED: SHAPE PATH ANIMATION 


select both shape layers and open them to show their 'Path 1' Properties, and RHMC on 'Path 1' on either, with both 
selected, then when ‘Convert to Bezier Path’ pops-up, click on it...now we add keyframes (in addition to the ones AE 
added when we did the 'Convert...') to both shape layer's Paths... a few frames before triangle finishes, and a few frames 
after the square layer starts...Click on 'Pen' tool to re-shape triangle, just before triangle layer ends...first drag out Control 
point, then click on 'Pen' Tool again and hold, and select 'Convert to vertex tool' from 'Pen' tool drop-down menu...and 
use this to 'drag out' handles from control points, then drag/push Bezier handles to add curves to corners of triangle, to 
‘morph’ it ... into a sort of Bass Guitar pick shape...select keyframes and hit 'F9' to 'Easy Ease’ them...so similar with 
square, idea is to SUGGEST that the shape is 'flexing' and 'bending' and 'bowing' from the momentum of its career across 


screen, as it morphs / changes shape...so think in terms of how shapes would bend and bow and drag and lead in real 
objects...flattening out at advancing end, and billowing out behind...try to imagine your shapes are real, and really 
accelerating, decelerating, morphing...bit that first ‘drags out' i.e is ‘left behind' for a moment during acceleration, will 
then ‘hit' itself as shape stops suddenly/decelerates, and impress into itself, from its momentum/inertia...compressing a 
bit when object stops, deforming inwards as it first deformed outward (left behind in rush), before reforming back to 
original shape...like line of people where first hits wall, others push into, then move back out again, recoiling/bouncing 
back/rebounding to take up their original distances from each other... EVEN CLEVERER is to have a 'blob' of shape 'shoot 
off' from the 'momentum' / 'force' of the sudden jolting stop, and disappear like 'exploding bubbles' ... using a new shape 
layer, scale, rotation, position ... so a bit SEEMS / APPEARS to be 'pushed out' of the shape and ‘fly off' due to the force of 
the impact / momentum / inertia of the sudden stop...time it so it begins appearing to break away at the most extreme 
point of the square 'career' and rotation at the end...think of a bit of goo separating, stretching first and maintaining 
contact...then add another new layer for the 'blob' that will break away when it has 'stretched' to its limit...so have 2 
‘blob’ layers to construct this illusion...of a corner stretching out into a blob, then ‘breaking away’ and flying off... 


Bounce a.k.a Pop 


Where you overshoot the 'Scale' so it grows beyond final size, then returns to final size... 


Animate shapes with Puppet Tool 


Add pins to shapes, then you can ‘drag them out’ so they appear to ‘grow’, and then move them around, animating 
them, using the Pins, rather than the conventional properties of shapes...can even have them ‘grow’ into text logos etc 


USING PUPPET TOOL WITH PHOTOS & VIDEOS 


First import a transparency, or mask out everything from a photo EXCEPT the image you want to turn into a puppet e.g 
person ... MHR do this for a few different 'poses' from a video...delete everything EXCEPT these few frames, so ALL you 
have is tiny single frames you can then 'Time' extend in duration, so it is like importing a transparent photo... so now have 
a transparency of the subject / object you want to turn into a puppet... 

Other vid didn't note that each tool has its own options that appear to the RHS along the top of AE, to the RHS of the 
'Pin' tool icon... OR... maybe did...first is 'Mesh' which you click on RHS box to 'check' to 'show mesh’, and 'Expansion:' and 
‘Triangles: '....by default the mesh extends quite out from the subject, but you can bring it in or our by changing 
‘Expansion: ' value... if you set it TOO small, when you move a limb, the 'skin' will be left behind, as the mesh will now 
only cover the interior of the subject, so attend to what happens as you move things...leave the expansion value too high, 
and you won't get precise movements...so LOOK at where the mesh is with each 'Expansion: ' setting you use, and find a 
compromise... STARCH has 'Amount' and 'Extent' options to RHS of Pin Icon, when Starch Pin Tool is selected...'Amount' 
refers to 'amount of starch’ i.e how 'stiff' the area will become...STARCH has its own mesh, and as you change 'Amount' 
value, the opacity of the area will change i.e become more opaque or more transparent...EXTENT defines how far, either 
side of the STARCH POINT, the starch will be spread, and thus how far the 'stiffness' will extend out FROM either side OF 
the Starch Point...a red square...as you lower value, the opaque area shrinks closer to the red point, as you raise value, 
opaque area extends further out to cover more area, either side of the red square... THEN you can 'Click+Drag' on the red 
square (Starch Pin) and move the Pin, and the opaque area will move with it, maintaining its size/extend either side of the 
Starch Pin (red square)... add more Starch Pins, and arrange them so the ‘ankles' and 'elbows' and ‘wrists’ etc are flexible, 
but there is 'bone' in between, so the limbs bend AT the elbows, ankles, wrists... You have to go back and select the 
‘Puppet Pin' tool again to reposition the limbs, after having added the 'starch’'... keep in mind that STARCH areas should 
NOT overlap i.e if they do, then the entire area will remain stiff, and you only need ONE starch tool, with large value for 
‘Extent’ to do this, rather than having multiple Starch Pins and overlaps!... If find that get ‘broken’ limbs, reduce the 
‘extent’ of the 'starch' Pins either side, and give the 'elbow' etc greater range of movement i.e larger area around elbow 
that is NOT 'opaque' i.e 'starched’... 


FUN: move CTI to frame 1/ Os/start then hold 'Ctrl' key and Click+Drag a pin around...AE will automatically begin 
playback, and record the movements, frame by frame, showing a yellow outline of the limb etc while you move the pin 
around, to show the effect these movements are having on the subject / limb etc...Continue moving the pin until you are 
finished, then RELEASE the 'Ctrl' key, and the CTI jumps back to the start...now if you begin playback again, you will see 
the keyframed actions performed again... NOW drag CTI back to start, and animate another pin...noting you can see the 
yellow outline of any previous animations moving in real time...move the CTI to the point in the timeline you want any 
other animation to start, and release the 'Ctrl' key when you want it to end...the equivalent of ‘loop recording’, and laying 
‘overdubs' of action / visuals... 


NOTE: if drag one part of extension of body IN FRONT OF the rest of the body e.g move a hand IN FRONT OF the face, 
need to use the 'PUPPET OVERLAP TOOL'...go to top AE and select the tool...again check the 'Mesh' box and then click on 
that part of mesh you want to remain IN THE FOREGROUND when you move it...and now the hand you moved / or when 
you now move the hand, 'inside' the image, it will appear IN FRONT OF the body / in the foreground...if only PART of hand 
etc visible, you have to increase the ‘Extent: ' value for this tool, as before with the starch pin tool...until the entire part 


you want visible, in the foreground, IS visible...or you can reduce it, to play games e.g have it look like you just stuck your 
hand into your ear and then out your mouth...etc...Note that AE shows the ORIGINAL image, with a 'Mesh', and shows 
the 'Extent' of the ‘Overlap’ in the same way it showed the 'Starch' i.e as an opaque region, with a black dot where the 
‘Overlap Pin’ is...as you increase the 'Extent' value, more and more of the area becomes Opaque, and if you have moved 
the limb etc, you will see more and more of it appear in the foreground, IN FRONT OF the rest of the image...the 'IN 
FRONT: ' value will be '0' for the areas NOT opaque...NOW to have the hand dissappear behind the body again, simply set 
this value to less than 'O'...increase the 'IN FRONT' value and watch the hand reappear IN FRONT of the body again... 


Anchor Point and ‘Pan Behind’ tool 


Y+CLICK+DRAG TO RE-POSITION ANCHOR POINT 


'Y+Click_Drag' to re-position anchor point ... Do this before using 'Position' values to reposition element...THIS IS KEY 
TO ISOMETRIC TEXT AND SHAPES, TO MOVE ANCHOR POINT TO POINT YOU WANT THE DUPLICATE COPY TO ‘HAND’ 
FROM, ‘ROTATE AROUND’, ‘SNAP TO’, TO GET THE DESIRED EFFECT, AND IN CASE OF CUBE, ZERO OVERLAY I.E TWO 
EDGES PERFECTLY ALIGNED / DOVETAILING...AND TO USE ‘SCALE’ EFFECTS CREATIVELY I.E UNLOCK X AND Y, AND THEN 
CAN SCALE IN ONE SIDE, FROM THE LEFT OR RIGHT ANCHOR POINT, OUT, SO THE TEXT APPEARS TO ‘SHOOT OUT FROM’ 
OR ‘GROW FROM’ THE LEFT OUT TO THE RIGHT, AS IT ‘SCALES UP’ IN JUST THE ONE AXIS...GREAT FOR ISOMETRIC TEXT, 
AND ALT TO JUST HAVING TEXT MOVING FROM LEFT TO RIGHT USING POSITION 
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it e.g so ‘rotates’ ound Pan "Behind ( feet, belly button, or head 
drag ‘pan behind lool aka 
‘anchear ponl La wherever 
you want transformations to 
be centered vr e.g point will 
‘rulate vn, oF expand.oul 
fiom, or'spin around’ 


All transformations occur FROM the Anchor point, so this is point FROM which things Scale up or down, and AROUND 
which text and objects will Rotate, and so on 
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Click on ‘Pan Behind Tool’ and now can ‘Click+Drag’ Anchor Point to any position 
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I’ve marked the Anchor Point here in red 


an alternative to the ‘pan behind tool is 
the tranform>anchor point in layer 
properties, with number sliders showing 
actual co-ordinates of anchor point 


transform > anchor point is another way to move the 
anchor point around ... so now transformations will 
use this as their new pivot point e.g for rotations, or 
point from which they are scaled larger and smaller 


can click+drag anchor point in preview window 
with ‘pan behind tool’ selected, or use sliders in 


layer properties window LHS of layers 
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select ‘pan behind tool’ to move anchor / locus / turning point / transformation point 
around preyiew window, for precise control of point dround which things change / point 


“from which things change 
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Zoomed out so preview window 
smaller, can drag object out of 
window...AE shows it as blue 
lines/points so can continue 
transforming it outside of preview 
window for objects that ‘fly in and out 
of clip 


clicking on 
horizontal center 
alignment and 
vertical center 
alignment positions 
object dead center 


ALIGN and MOVE ANCHOR POINT (only works on 2D layers, NOT on 3D layers!) 


In the RHS Panel (where ‘Effects & Presets' are) is an 'Align' Panel...If there is no 'Align' Panel (minimized/collapsed to 
show just the word ‘Align’, usually near 'Character' and ‘Paragraph’, go to 'Window' > and make sure LHS box for ‘Align’ is 
‘ticked! (if it is not ‘ticked’, 'Click' on the LHS of 'Align' to add that tick)...sometimes the Panel has two 'Tabs', 'Move 
Anchor Point' and 'Align'...if you click on 'Align' Tab/Panel you will have two masks for 'Align Layers to: ....' and 'Distribute 
Layers: ...... and a bunch of 'icons' below the masks, which if you hover your mouse over, will be described e.g ‘vertical 
center alignment' ... FIRST select the layer/s you want to align...if you have several shapes, select their layers, so that now 
you can have a fast way to 'align' them relative to each other, and relative to the screen, horizontally and 
vertically...either using their top or bottom control points, or their center control points as the reference...e.g different 
shaped objects might look better if align from center ... so you'd choose 'Selection' from the ‘Align Layers to:....' mask, 
then click on the icon below for ‘vertical center alignment’... 'vertical bottom alignment' would place each object/ shape 
at the same height i.e they'd all appear to be resting on the same level 'floor' etc...and ‘vertical top alignment’ would have 
them appear to be 'stuck to the same ceiling height'...whereas ‘vertical center alignment' leaves them ‘floating’ at the 
same height vis a vis their center of gravity / center...NOW using the 'Distribute Layers....' mask icons we might click on 
‘horizontal center distribution' so that the shapes/objects are moved to be equidistant from each other i.e same distance 
between each object/shape...(may have to move all objects back to center of preview after this action... 


MORE CORNER TEXT NOTES 


Hold 'Ctrl' to snap when ‘Snapping’ not engaged...changing default 'Active Camera’ to 'Top’, 'Right' etc or using 
‘Custom View 1' etc, will show you if your text is truly aligned or not...play around with and get used to 'interpreting' the 
lines that appear... 


‘Ctrl'+Click+Drag FROM as close to the control point you want to snap TO the other control point, (N.B YOU CAN HOLD 
THE TEXT BY ITS MIDDLE/CENTER EVEN THOUGH NO CONTROL POINT VISIBLE,AND DRAG IT TOWARDS A CORNER OF THE 
NULL OBJECT RED SQUARE, AND THE CENTER WILL 'SNAP' TO THE CORNER OF THE NULL OBJECT RED SQUARE, WHICH 
VLOGGER CALLED 'CENTER OF NULL OBJECT'? YOU ALWAYS SEE 'SQUARES WITHING SQUARES' ICON APPEAR AROUND 
CONTROL POINT WHEN IT 'SNAPS' TO IT) towards that control point...to 'snap' control points...and DO THIS FOR NULL 
OBJECT red sqare too, to align Null Object to Text Layer... VIEWED from 'Top', Null Object red square is single line length of 
one of its sides, and Text is RGB arrows with longer length equal to text length...if don't see, drag TEXT Layer with arrow, 
down a bit, till you see side of Null Object red square...N.B TLHC of red Null Object box is 'centered' in center of text, 
means 'Null Object' 'centered'?, so Null Object red box sort of occupies BRHC of text (with TLHC sitting in 'middle' of 
text)...as ideal spot for Null Object?... 


MHR on use of 'C' and 'Camera' layer and 'Camera thingy whatsit ORBIT layer'...use them to drag object around in 3-D 


space, BUT use Null Object or thingy whatsit layer to program keyframes?... Vlogger reccomends best to use Null Object 
L. 


Oh, seems 'W' thing is when grabbing RGB arrows? try and see! 
TIP: Position a light so it 'catches' one side of 'cube' etc as the object turns / moves ...to add realism / glamour... 


Update on 'W' thing...do you grab an RGB arrow of the duplicate, then hit 'W' to get 90 degree ‘flop out' around 
anchor point? better try now and see :D... 


Ctrl+D to duplicate a text layer, using ‘Custom View 1', then select duplicate layer and hit 'W'+'Shift' to move duplicate 
by 90 degrees each time hit 'W + Shift' with duplicate layer selected... 


Drag Pickwhips of both text layers to Null 1 Layer, so once have positioned Text, can move it as one element, using 
Null Object properties...get it to spin etc... 


TIP: when hit 'Click+Y+Drag' ANCHOR POINT, you see 'boxes in boxes’ cursor around e.g 'Null Object' or other 'Layer' 
e.g ‘Text Layer' ANCHOR POINT, and also when you approach another control point...if you release when control point lit 
up like this, the closest control point to where you grabbed the ANCHOR POINT will be the control point to which the 
ANCHOR POINT 'snaps' (is moved to)...and now all transformations will be from, and around, this point e.g can now 
‘Scale’ one side OUT from this point, or rotate around this point... 


SIMPLE 3D KINETIC TEXT USING CAMERA WITH GENERAL TIPS/INSIGHTS 


Bebas Neue (using BOLD option) and Unisons FONTS work great with this...I've been using Leelawadee UI (Bold)...and 
don't have the suggested fonts 


Enable master 3-D and 3-D for text layer...write 3D...then Ctrl+D layer and change to KINETIC so have 2 text layers, 3D 
and KINETIC...[There is a 'Move Anchor Point' panel plug-in for sale]...or use 'Y'+Click+Drag on anchor point, to reposition 
anchor point for 3D at top middle, and for KINETIC at TLHC of starting K... RHMC in LHS layer panel and choose 'New' > 
‘Camera’ and change to 35mm (can change later using Y+Ctrl+Shift or go to 'Layer' > 'Camera Settings')...N.B HAVE TO 
CLICK ON 'CAMERA' ICON TLHC,(though in video it seemed to light up automatically when camera added?)[hold 'C' to use 
it while using other tool!) SO CURSOR TURNS INTO 'CAMERA' ICON, AND THEN WHEN 'CLICK' ON PREVIEW, CAMERA 
CURSOR ICON BECOMES 'ROTATE' ICON, AND CAN DRAG ALL TEXT LAYERS BELOW CAMERA AS SINGLE ENTITY, AND GET 
THE IMPRESSION OF LOOKING THROUGH A CAMERA THAT YOU ARE, PANNING AROUND ETC...TIP: can use 'V' to move 
individual text layers around preview, and use 'H' to move around entire preview, but this will move bg too, so take care], 
to reposition the text as you move the camera around...and hold 'C' if have another tool engaged at time!...use mouse 
scroll to zoom in and out of preview to see anything outside of preview ... Open the 'Transform' properties for 'KINETIC' 
and change the SECOND value, to make 'KINETIC' move using the outside edge of the K as the rotation point, like a 
swinging door...drag TLHC of KINETIC to TRHC of 3D so their corners 'snap’...then drag RED angle out, to move KINETIC 
right and up (notice ALL the 'Orientation' values changing as you do this!)...OR use the 'Y Rotation’ value, to keep things 
simpler... TIP: open 'Transform' for 'Camera 1' and watch the 'Position' values change as you hold 'C' and drag text around 
with camera tool, to get idea of how to ANIMATE Camera i.e program the camera angles, moves, dollies, fly-overs etc as 
you would manipulate a real camera DURING shooting... 


NOW add another camera with 20mm preset,(smaller gives better impression? e.g 15mm best?) to see the difference 
the mm preset settings make...and to start using 'multiple cameras'...now you can SEE the camera angles...the 'screen' 
with the text on it being the rectangle, and the lines going out right from each corner ending on a 'camera' that is ‘off 
screen’ due to the mm settings... TIP: | had to move first value of 'Position' for Camera 2 to get to see the 'cube' that 
represents the virtual camera, in the preview... 


NOW select Camera layer, and RHMC, and choose 'Camera' > 'Create Orbit Null’... THIS is how we shall manipulate the 
cameras, rather than using the 'Camera' Properties directly... 'Null 1' first appears above the Camera layer THEN it 
changes name automatically to 'Camera Orbit Null'...and a RED box appears on the preview, which is the 'Null 
Object'...You can drag around with camera cursor (blue camera TLHC lit up or holding 'C' key on keyboard’) or open up 
‘Transform’ properties for 'Camera Orbit Null’... TIP: Hold 'V' to be able to drag RGB arrows when Camera icon engaged, 
and moving text around screen in 3 D using camera icon cursor...again get ‘hang’ of it by watching the correlation 
between the different 'Properties' values and the moves you make dragging the camera cursor-icon around the screen, to 
get a 'feel' for it...this is best place to program / animate camera movements, using 'Camera Orbit Null' properties values 
and keyframes... TIP: to see ONLY the 'Properties' and keyframes you are USING, first hit the 'clock' icon for these 
properties, in our case for 'Position' and 'Y Rotation’, then hit 'U' and ONLY these 'Properties' will appear in layer, so you 


can program their keyframes to animate the 'Camera Orbil Null' and thus the Camera, and thus the text... SO now drag 
keyframes and CTI to Osec, so this will be the starting point and position for the text.... THEN set where they END UP, by 
dragging CTI / keyframes to LAST frame/position you want text to END UP IN...and adjusting the position until you get it 
right, and the LAST position you left the text in on the preview will be saved as a keyframe...then 'scrub' back and 
forwards to watch the text move from starting position to this end position...actually | had to manually click on 'blue 
diamonds' for Position and Y Rotation to add the keyframe... TIP: at least on my old laptop, | cannot just move the 
images, and have AE automatically save the values, | have to actually change the 'Y Rotation' values at each keyframe, 
etc... now select both keyframes, hit F9 to 'easy ease’ them, then click on 'graph' icon, and then click on the actual graph, 
so can click on 'Convert Selected Keyframes to Auto Bezier’ icon BRHC of graph, to add ‘handles’ to pull out to produce 'S' 
curve shape from straight line default... NOW use 'Position' to have start showing 3D come up from bottom of screen, 
before the Y rotation happens...drag CTI to Osec, and click on 'clock' icon for ‘Position’, and change SECOND value of 
‘Position’ until the text moves down and out of the preview...then select and drag both 'Y Rotation' keyframes forward in 
time, so that the Y Rotation begins AFTER the upward movement of the text, into the preview, has FINISHED...and at THIS 
point change the SECOND value of 'Position’ until the text comes up into the preview, and into the position you want the 
Y Rotation to Start from...so we get first the 'appearance of the (visible) part of the text i.e 3D, and then the rotation 
which reveals the rest of the text 'KINETIC’... TIP: Ctrl+Click on graph to add points to turn straight line into S shape etc... 
THEN go into 'Camera' layer to add interest with keyframes, angles etc...change colors with RHMC Effect > Fill, and 
change background or composition color, to make text 'pop'...NOW to get 'KINETIC' to appear from opposite direction i.e 
falling down into preview... hit 'U' to show all keyframes so far...to get timings...again use SECOND/MIDDLE value of 
‘Position’ to change height at start of change, so text just outside preview..just after text '3D' stops rotating, then drag CTI 
forward, and use 2nd value 'Position' to move 'KINETIC' text back down to end position...so looks like text '3D' has turned, 
to make space for 'KINETIC', which them 'falls' into the space left free for it, into position...as in my AE project file...then | 
used 'X Rotation' of 'Camera Orbit Null' to 'level out' text up a bit, after the climbs/falls/spins..1 duplicated layers so 3D 
could 'stretch' up a bit at end of journey, and KINETIC would be pushed down a bit after its reflex journey in opposite 
direction... TIP: use zoom slider in keyframe graph to edit easier... TIP: remember using 'Camera Orbit Null' to position 
total...and sometimes ‘Position’ of actual text layer...got a bit messy, confusing when started playing around with, as 
forgot this...used 'SCALE' to make bigger, though though I could 'zoom in' using camera...didn't seem to work...still got to 
learn/ practise till right solution to problem comes to mind quickly!!! didn't use the second camera, as seems it was only 
to provide a STATIC shot of the action, for editing purposes, and | didn't see any advantage to that...so far haven't 
anyway... 


WORKING INFINITY TRIANGLE LOGOS (FIRST OBJECT) 
HAVE TO CORRECT SPEEDS AND ADJUST SIZES AND ANGLES: WORKING INFINITY TRIANGLE LOGOS 


N.B to get final isometric angles right, had to go back into 'text 3' and increase 'skew' to about 60, then click on 'text 
SIDE 3' to open it in layers, select it in layers, and select 'text 3' and hold 'Alt' while clickt+drag 'text 3' down into 'text SIDE 
3' layers...can see ‘Finally got infinity graphic working' AEP file to see how it looks now...but this odd way of 
adding/replacing a file to a comp has to be noted, don't know if could do this simpler just pre-comping 3 sides with 
text??? will try again different ways, but for now laptop keeps freezing and | have to turn it off and on again...so... 


Starting again after having almost got it right, explaining what was not explained, much clearer etc. 


Add new Composition with 'Composition' > 'New Composition’, then in 'Composition Settings’ dialog, start with a 
Width of around 1315 and height of 315...we can go back and change this later, with aim of text almost completely filling 
all available space in the comp...Name it 'text 1', and click on 'Text' tool to add text e.g TROONATNOOAR...then adjust 
text size so fills up as much of comp as possible...as will be 'CC Repetile'-ing it...select TT and italicized T from 'Character' 
options, so have slightly forward leaning 'Regular' text in Capitals...resize carefully so text almost fills comp...and use 
‘Align’ to center it horizontally and vertically...use the T height and T width in 'Character' to ensure text almost completely 
fills this comp... A Layer is added, in mine it reads ' T troonantoor' to indicate it is a Text layer, and the text is 
‘troonatnoor'...click on 'down angle' to open 'Text' option and go to RHS and click on 'Animate' and choose 'Skew'...and 
change 'Skew' value to '20'...click on preview or layer again so can once more use ‘Align’ options ‘Align Horizontally' and 
‘Align Vertically’, to center text in comp...Now click on 'text 1' comp in Project Panel and Ctrl+D to duplicate it...the 
duplicate will already be named 'text 2' and change the 'Skew' value to -20, and use the ‘Align’ ‘Align Vertically’ and ‘Align 
Horizontally' to again center text in comp after the 'Skew' value was changed...so now have a copy of the original, only it 
is leaning in the opposite direction... 


NOW add new comp, this time using Ctrl+N, and rename 'text 1 side’ and size to 1920 x 1080...then Click+Drag ‘text 1' 
comp into it, so the text now appears on what was originally a black empty preview...type CC Repetile into 'Effects & 
Presets' mask, and then drag 'CC Repetile' onto the layer... Tutorial ends up with 7 rows of logo, extending to all sides...so 
use 'Expand...' values to repeat logo... Aim is to allow logo to 'scrolled' left to right and right to left...in the 3 sides of the 


triangle... for this 'text SIDE 1' comp, animate the ‘text 1' layer so the text moves from left to right...drag CTI to end point 
(I'm using 5 second loop to same CPU) and click on 'Position' clock to add keyframe at default value... THEN drag CTI back 
to Osec and change first value of 'Position' to -2000 so get decent scrolling speed, then drag CTI back and forth, and click 
on 'Effects Controls text 1' in Project/Effects panel, or in 'text 1' layer to add more repeats to right, so don't run out of 
repeats in Repetile... 


Now note sure, but seems tutorial selected 'text SIDE 1' in Project panel, and duplicated it with Ctrl+D, so it adds a 
new comp named 'text SIDE 2'...click on this new comp so it opens up in layers below...but shows as 'text 1' as that is the 
content of the original...then select ‘text 2' in Project window AND select 'text 1' in layers, THEN hold ALT as click+drag 
‘text 2' comp down into the 'text 1' layer, so it replaces 'text 1' with 'text 2'... and renames the layer 'text 2'...and so we 
now have the same effect applied to the text 2, which is leaning backwards compared to the original 'text 1'...then RHMC 
and choose 'Time' > 'Time Reverse Layer’, so this layer moves in the opposite direction to the original, at the same 
speed... 


| tried different things, so far going with 'Ctrl+D' 'text SIDE 1' Comp in Project Panel, then dbl Click on it to open it in 
layers, then click on it in layers so layer is 'selected' and also 'text SIDE 2' is selected in Project Panel, then hold 'Alt' while 
click+drag' 'text 1' Comp from Project Panel down to layers, so it replaces 'text 2' in the comp, with the effects, so now 
‘text SIDE 2' is the same, only FORWARD leaning, whereas 'text SIDE 1' is BACKWARD leaning, and moving backwards’, so 
now RHMC and choose 'Time' > 'Time-Reverse Layer' to send this layer moving FORWARDS... 


NOW drag ‘infinity triangle’ image down into RGB in Project Panel to make a comp from it so it appears in layers 
panel, replacing whatever was there e.g text side 2... MAKE SURE LAYER NOT SELECTED, so can use pen tool to draw 3 
separate SHAPES of it, named blue, green, and red...then delete the layer with the actual image, and set preview to 
transaparency, so all see now are the 3 shapes...and change color using 'Fill' so now have own red-green-blue infinity 
symbol against transparency checquered bg...THEN go to 'Layer' > 'New' > 'Camera' to add default camera...NOW 
click+drag 'Text side 2' down from 'Project Panel’ and release it BELOW the 'RED' layer...and change the 'Fill' for the shape 
layers to to 'no fill' and 'S' scale down Text side 2 layer so fits inside Red layer... (n.b | had to go back and change text color 
to white)...now white text can be read against the blue background, using preview 'transparent' mode...set 'Trk Matte' for 
text layer to 'Alpha Matte RED'...now if change bg in preview back to black, will see the 'T' logo moving backwards inside 
the Red part of the RGB infinity triangle... 


NOW turn on master 3-D and 3-D for text side 2 layer, so can transform text...change 'Y Rotation’ value to 33 and 'Z 
Rotation value to 56’... THESE STEPS CRUCIAL TO GETTING ISOMETRIC LOOK IN FINAL PRODUCT... so far in my attempt 
this leaves text moving across left to right, head-first !...let's see what happens... 


NOW I have to open up my saved RGB triangle comp... 


NOW drag 'text SIDE 1' down and release BELOW GREEN layer, and change 'Trk Matte' to 'Alpha Matte Green’ (may 
have to click on 'Toggle Switches / Modes' to show the 'Trk.Mat' option...then click on 'Toggle...' again so can click on '3-D' 
box for the 'text SIDE 1', so can use ‘Transform’, to change 'X Rotation’ to -33 and 'Y Rotation’ to -180... repeat for RED 
layer, using text side 1 again...then change X Rotation to 33...and then scale it back up to fit shape again ??? | had to do 
‘green’ several times, and ended up changing 'Fill' to solid green color, and text then appeared ???? FINALLY click on each 
text layer to move the text into the desired position... 


SO WORKED OUT THAT NEEDED TO HAVE 3 DIFFERENT TEXT LAYERS AND 3 DIFFERENT 'TEXT SIDES' ANDN TO CHANGE 
THE 'SKEW' VALUES OF THE THIRD TEXT AND THUS TEXT SIDE 3...SEE MY PROJECT FILE FOR DETAILS, AND STILL NOT YET 
SURE IF | HAVE IT RIGHT YET, BUT GETTING THERE IF NOT ALREADY THERE!!! 


Use this image to first mask out your own infinity triangle 


NEXT OBJECT 


Repeat same sort of process, basically making compositions and changing size of comp and text, so text as close to 
perfectly fills up all the space in the comp...so when CC Repetile it, you get continuous text with no gaps, top, bottom, 
left, or right...then animate it so it moves from right to left (backwards), remembering can set any direction, then RHMC > 
'Time' > Reverse-Time etc...and make it run in opposite direction... 


N.B just create new comp, black bg, write text on it, then open 'Composition Settings’ window and resize it while 
observing changes in preview, so get perfect fit of comp to text... 


Nah, | just did it my way, new black solid, text, repetile, CC Bend it... Click on first ‘cross hair' icon LHS of values RHS of 
'Start' and move the cross-hairs to move the entire object to center of preview... 


THEN apply 'CC Bend It' effect...set 'Bend' to around 237 until get 6-7 segmented circle...then change 'Start' and 'End' 
values until you get a swirl inwards...try 'Start' first value of 934 and second value of 422...and 'End' first value of 1552? 
second value of 11? ... idea is to adjust values till get right total size, and to get the letters to line up where they meet, 
BRHC, so looks continuous, despite the 'crack' running from center to edge, where text meets after bending... 


'End' values move text along crack, so can line them up, and align them, so text looks continous.. 
‘Start' values do same...seem to move object right too...check later 


The FIRST 'Position' values for the text layer send text rotating around, and SECOND 'Position' Value gives the 
impression of a wormhole or vortex sucking letters down into center of object... 


Now to make it look 'round' like an inflated tube, using a shape layer, with mask layer, and feathering of the mask? 


add shape layer 1 circle, then click around e.g on circle shape icon until 'Tool Creates mask' option appears, and click 
on it...then add another circle with same circle tool, which will this time be a mask within the shape layer...set Mask 1 to 
‘subtract'...and 'Feather' it until reveals more of object... 


click on Shape Layer 1 and get 'Fast Box Blur' effect on it...increase value for 'Blur Radius’ until most of object under a 
black band...then change TEXT layer, which must be BELOW Shape Layer 1, to 'TrkMat' 'Alpha Matte: Shape Layer 1'...so 
now have the 'pillow' / inflated tube look... 


NOW select Shape Layer and 'Contents'> ‘Ellipse 1' > Ellipse Path 1 > Size...till get even MORE of a 'bulge' to 
object...edges blurry... 


NOW add new Shape Layer that covers object precisely...click on 'Mask' option top AE to convert it into a mask...?? or 
just draw a mask on the solid, and set to 'subtract'? 


THIRD OBJECT 


As usually fucking stupid way of doing things...so do it this way...make two text layers, and one white solid and one 
black solid, and re-shape the solids so text fits perfectly snugly inside, taking up all room... THEN set preview to 
‘transparency’... NOW FIRST rotate all 4 layers 90 degrees, so when apply 'CC Cylinder’, it 'bends' along horizontal edges, 


and NOT from the vertical edges...have to fuck around and rotate solid and text separately, then bring back together, so 
now vertical text...use middle ‘control points'...drag text from middle side control points, so 'snap' to middle side control 
points of solid, to get back in original 'centered in the solid’ position...now can pre-comp and scale so more than fills 
preview i.e just a bit beyond left and right sides of preview...and sits in TOP half of preview...so when add 'CC Sphere’ 
effect to this precomp, it will 'bend' downwards to form a donut...THEN precomp AGAIN and apply 'CC Sphere' to this 
new precomp layer...use values that turn the bar into a donut...reduce the radius of CC Cylinder 'Radius' until get sort of 
90 degree bend along the longer length...then can rotate pre-comp back to horizontal... 


A-HA...first use 'scale' on all layers to scale ONLY the 'height' of the layers, in their verticality i.e so extends beyond top 
and bottom of screen a little, then expand width a little, going back and forth between comps and until the 'CC sphere' 
results in a donut shape...when go to make 'wider' will have to mess around moving each text layer back in position over 
the solids...video did it differently, but jumped around, left out stuff | guess, so this way is now sort of working, though 
donut is not very 'thick'...| guess need to make the solid shapes ‘taller’ than the text, or use bigger text next time i.e 
thicker bands...went back and played around with text size so just as 'high' as preview... 


go back into precomp where CC Cylinder effect is and click on 'Rotation' down angle to open 'Rotation' options, and 
Click' on clock icon for 'Rotation Y' and in my case had to set first keyframe at -180, then move to end of comp, 10s, and 
give last keyframe value of 180, so logo started facing viewer, and ended facing viewer ‘right side up'....and change Z 
Rotation value to 180...and | changed ‘Rotation X' to 180, to get text facing right way... 


| think they used 4 bands of text, not 2, so have to see how to do this, as video all over shop, no real explanation as 
usual... 


then adds gradient overlay I think, and then 'Time Displacement' effect...to comp layer with 'mask' as 'time 
displacement layer' so | guess gradient overlay is important???? OH, 'mask' layer is something they imported? so can't 
emulate, no idea what it is...oh well...another few hours wasted thanks to typically bad 'teaching' ... BILLIONS of wasted 
hours in the world because no-one wants to bother preparing great lessons like | would...will...have done...oh well...this 
world hey!!! no-one respects OTHER people's time, effort, sacrifice, risk, costs !!! 


REPEATER GRIDS (and projectiles/meteors etc) 


Draw a circle by double clicking on the ‘Ellipse’ icon TLHC then going into 'Shape Layer 1' and opening ‘Contents’ then 
‘Ellipse 1' then ‘Ellipse Path 1' and unlock 'Size' X and Y and change them to equal values of 20 for dot, larger for bigger 
dots, then click on 'Fill' to set a fill color... HEN click on 'Add' and choose 'Repeater'...Change 'Copies' to number of repeats 
you want, use 'Offset' to move the line of repeats left...[ N.B to make 'projectiles' etc scale up from smaller to larger, thus 
look like coming from distance, closer go into 'Transform: Repeater 1' and use ‘Scale’ to make the repeats increase in size 
as they extend outwards, so last repeat largest...and 'Position' so each repeat further from previous repeat, and last two 
furthest apart]...Select ‘Repeater 1' and hit 'Ctrl+D' to duplicate it...adding ‘Repeater 2'...Open 'Repeater 2' > ‘Transform: 
Repeater 2' and set 'Position' values to 0.0,100.0, so now have BRHC of preview filled with dots...Can change all by 
changing original 'Ellipse Path 1' Size etc...can make a 'stairway to heaven’ as | did...play around with...see 'Repeater 
Grids' project, Shape Layer 1’... 


PYRAMID TOPPED BY STAR OF DAVIDS/STAR OF RENSHAMS 


Can draw grid paper starting with horizontal line, 'Add' > 'Repeater' and set 'Copies' to '25', and 'Offset' to -9, and 
change Transform:Repeater 1 to values 0.0,60.0, so get screen filled with horizontal lines ... THEN click on 'Add' AGAIN 
and add NEW Repeater, and set this one to '4' copies, and rotate it 90 degrees...to get ‘square grid'...but if you rotate it 
60, you bet pyramid where top is made up of 'Stas of Remshans' a.k.a ‘Star of Davids'...[ N.B | set repeater copies higher 
than in Vlog to fill screen with grid, though in Vlog presenter doesn't seem to mind, though typical fucker, mumbles over 
while DOING something, actually STATING 'we are NOT doing anything here, when in fact took me a while to work out 
what they DID do, then in next example has grid filling screen, with no mention of HOW got it to i.e what | did!]... 


MY complete SQUARE GRID 


Draw horizontal line using pen and Shift when click second dot...then select (click on) 'Shape 1' and click 'Add' > 
‘Repeater’ and for the 'Repeater 2' that is added, set 'Copies' to 20 and 'Position' to 0.0, 60.0... (this determines how far 
apart the copies are apart)... THEN again click on 'Add' > 'Repeater', and set 'Copies' to 4 (for each quarter of the screen? 
i.e 3 fills half screen, 2 fills 1/4 etc), and go into 'Transform: Repeater 2'and change 'Rotation' to '90'...and ‘Position’ to 
0.0,0.0...so now have grid...that fills ENTIRE screen, for next exercise (N.B if set Rotation to 60 get star of davids)... 


Suggesting / simulating fireworks and explosions and heartbeats using REPEATER SHAPES 
'SIZE' AND 'STROKE' PROPERTIES IN SHAPE LAYERS TO 'EXPLODE' SHAPES 


In 'Shape Layer 1' (whatever shape/s you have drawn, or converted from text) open 'Contents' > 'Shape Path 1' > 
"Stroke 1' and find 'Stroke Width'...keyframe it from current thickness down to '0', so shape thins out and dissappears 
over time...repeating this fast is like strobe effect / flashing of shape...remembering that it is CHANGE that attracts 
ATTENTION more than anything else...and this 'bursting' of shapes is 'explosive' in impact i.e can 'Size' shape up (go into 
‘Shape PATH 1') so as it increases in SIZE past certain point, it 'things out' in this way i.e 'Stroke' gets thinner until '0', to 
suggest something expanding past its threshold and ‘exploding’ like balloon...or simply 'radar' effect i.e image grows 
relatively slowly on screen in SIZE and STROKE till reaches maximum then suddenly shrinks in SIZE and STROKE until it 
dissappears, in quick succession, like WARNING sign... or BEATING HEART... in advertising could be product beating like 
heart to suggest 'your hearts desire’ and 'this will make your heart beat faster’ i.e 'what makes YOUR heart beat faster?’... 


NOW go down to Transform: Shape 1' (noting word 'shape' will be replaced by 'rectangle' etc i.e whatever shape you 
have)...and keyframe 'Position'...so can keyframe changes in 'Position' as teh shape grows/shrinks e.g star burst or 
projectile... (could use 'Scale' here in lieu of 'Size') ... so can make it seem like object moving from distance to foreground, 
or from front to back... 


NOW go back up to 'Shape 1' and to RHS click on 'Add' triangle to open menu, where first option 'Group (empty' at 
top...click on this option to add a new empty 'Group'...which appears under 'Shape 1' as 'Group 1'... THEN 'Click+Drag' on 
‘Shape 1' and drag it over 'Group 1' below it, and release mouse, so that now 'Shape 1' is IN 'Group 1', and it 
dissappears...click on 'Group 1' to open 'Group 1' and see that 'Shape 1' is now within this ‘Group 1'...Note below 'Shape 
1' is now ‘Transform: Group 1' menu...click on triangle to open options for transforming Group 1 items, which now 
include 'Shape 1' (rectangle 1 etc)... 


THEN go back to click on 'Add' again, and this time click on/choose /select 'Repeater'...so that 'Repeater1' appears 
under 'Group 1' in 'Content's for 'Shape Layer 1'... now by default AE sets the 'Repeater 1' 'Copies' to a value of '3.0', and 
you will see your 3 of your shape in the preview...'Click+Drag' on the value slider for 'Copies' to increase or decrease the 
number of copies...'Click+Drag' on 'Offset' slider, and drag copies left and right across preview, to change horizontal 
position of row of shapes you now have...with the ‘offset point' moving to the left and right of the row of shapes, so 
moving offset marker to center of row of shapes moves entire show to center of preview... 


TO FORM CIRCLE FROM SHAPES 


we now go 'Transform: Repeater 1' and click on 'Position' and change ALL the 'Position' values here to '0.0' (default is 
100.0.0.0), so all the shapes suddenly occupy the same point on the preview...and dissappear from view...so all we have 
in preview is the blue box marking out the 'Position' of these shapes... THEN increase value for 'Rotation' below, and 
watch as the shapes suddenly reappear, growing out of the point, to form a circle, such as the halo of stars around 
Columbia... (to calculate the perfect value for 'Rotation' divide 360 by the number of 'Copies', and achieve a perfect halo 
effect of shapes/stars equidistant from each other)... 


NOW if we have keyframed the ‘Position’ of the original 'Shape' to move from the center of the preview, out to the 
edge of the preview, we will now see, when we 'scrub' forwards’, a bunch of shapes ‘exploding’ out from the center of the 
preview, out to the edges, as if propelled by some force e.g firecrackers... 


NOW we can 'Ctrl+D' duplicate the 'Shape Layer 1' to add ‘Shape Layer 2' etc, and change a few properties, to add 
interest and drama and complexity...we can form a 'pulse' by 'staggering' layers of the same effect, to start a bit later, in 
sequence, so we get a 'pulse' of 'explosions' or 'expansions' (which as they fade out before the next one, the next one will 
appear / suggest a 'contraction' of the original, so we get 'beating' i.e 'expansion-contraction' beats)... 


To add 'confetti' effect, in some duplicate copy layers, change 'Stroke' value to '0' and 'Fill' shape with color, so looks 
like pieces of colored paper i.e ‘confetti’... 


Scale duplicate LAYERS to different sizes, so form rings within rings, then increase number of 'Copies' in different 
Duplicate layers, (remembering to calculate correct 'Rotation' by dividing 360 by the number of copies)... 


NOW To change Layer into ‘lines radiating out from center then shooting out past viewer / edge of screen, we 
duplicate Layer in same way, and go into 'Group 1' > 'Rectangle Path 1' > 'Size' and first click on ‘link’ icon to UNLINK the 
two values, so can change each value independently of the other, until get LINES , e.g ' 10, 300', which we can keyframe 
to appear to 'grow' from center and then 'release and shoot off out in all directions in ‘big bang'...BY going down into 
‘Transform: Rectangle 1' and 'click+drag'ing ‘Position’ numbers way LEFT and thus NEGATIVE values, so the lines can 


‘shoot out' way past the other 'rings', and if using 3D, out past the viewer, or in 2D, at least looking like projectile rockets 
shooting out from center, out in all directions, and off screen... THEN drag layer in timeline so the lines appear to ‘explode’ 
out after something else has happened, to suggest correlation i.e that result of earlier movement, as if building up 
pressure then exploding, or 'screwing too tight then exploding' or 'imploding / triggering then exploding'...N.B that 'larger' 
NEGATIVE values for second value of ‘Position’ is 'further out towards edge of preview (i.e smaller numbers as negative, 
so smaller number translates to position closer to EDGE of preview i.e higher/lower, further left/right)... re: ‘Transform: 
Rectangle (shape) 1' > 'Position' under 'Rectangle Path 1' IN 'Rectangle 1' IN 'Group 1' IN 'Contents' OF 'Shape Layer 
1'...whew... 


ADDING REFLECTED LIGHT TO SUBJECT SO GLOWING OBJECTS APPEAR MORE REAL 


To add reflected light on subject holding something glowing, add a solid layer with a color similar to the light source 
e.g golden glow requires warm orange layer...it will be added as top layer...select it and draw a mask on the layer, until it 
shows just the area underneath that includes subject to be ‘lit up in reflected glow’, to cover just the areas of the subject 
you want to appear to be reflecting light...then 'feather' the mask massively till you can see the subject clearly, through 
it...e.g Opacity value around 20, then change ‘Blend Mode' of the layer to 'Add' and keyframe the position of the mask to 
follow the movements of the subject and light source, so it the mask always seems to be a reflection of that light source, 
on the subject... 


PRE-COMPING 
.IF YOU NAME ALL LOGICALLY AND CAN REMEMBER/FIND EACH IN PROJECT PANEL, CAN GO BACK INTO ANY PRE- 
COMP AND CHANGE IT, AND EVERYTHING 'ABOVE' IT IN THE SIGNAL CHAIN WILL CHANGE WITH IT... 


Easy Ease before opening Graph so already curves 
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To ‘suggest’ impact / bounce / momentum 
/anticipation, draw 'S' curves at start and 


end, so get ‘overshoot’ and ‘preparation’, a 
which suggest authentic action, feedback, 


reaction, impact, follow-through from 
momentum etc, and bring your animations CD 
to ‘life’ 
to have rotation ‘overshoot’ i.e go too far, then go 


back, like car hitting wall and:bouncing off-or ball 
hitting ground and bouncing a bit i.e ‘suggest impact"! 


or momenty m'Ctri+Click to add points like here 
we clicked on icon LHS ‘scale’ to * red scale grap 


keep ‘scale’ graph open while 

working on ‘rotate’...scale is now 

red, and rotation is green, on . green rotation graph 
the one graph right = ~<a on amm 


Use of fractal noise etc effects to add ‘silvery’ effect 


METALLIC LOOK WITH FRACTAL NOISE 

Add solid, grey...add ‘Fractal Noise' effect to layer...change ‘Fractal Type' in Effect Panel to ‘Turbulent 
Smooth'...change 'Contrast' to 120 and 'Brightness' to 6...g0 into 'Transform' and UN-check 'Uniform Scaling’ LHS box so 
we can adjust Scale Width and Scale Height independently...change 'Scale Height' to 10,000 so that 'noise' looks like 
vertical bands...change 'Complexity' to 2, to make these bands wider/thicker... Move CTI to Os/frame1/start...click on 
‘Clock’ icon in fx PANEL for 'Offset Turbulence’ to add keyframe...then hit 'U' on layer, to open the keyframes for it in the 
layers...then drag CTI to end of comp and change FIRST 'Offset Turbulence' value to 1500...Scrub/Preview to see vertical 
bands moving from left to right...then Precompose this layer and name it 'Reflection Map’, ensuring 'Move all 
attributes...’ is selected...click 'OK' to apply changes and pre-compose layer...Add a layer with the object you want to 
make look like silver...1 will just add a text layer TROONATNOOR...pre-compose this layer and rename 'Logo 
Comp'...change 'TrkMat' of 'Reflection Map' layer to 'Alpha...'so now see fractal noise ONLY inside the Logo (filling 
whatever object you used)...Now when Scrub/Preview you'll see the noise moving left to right, inside the logo, as if 


you've added lots of spotlights...Now add 'CC Glass’ effect to ‘Reflection Map' layer...Open 'Surface' in fx Panel, and 
change 'Bump Map' from default to 'Logo Comp’...Ensure 'Property' is set to 'Lightness' (default setting)...change 'Height' 
to 100 and 'Softness' to 50...Now open 'Light' and change 'Using' to 'AE Lights'...Open 'Shading' and change 'Ambient' 
value to '0'...change ‘Diffuse’ value to '100'...change 'Metal' value to '0'... THEN add 'CC Blobbylize' effect to ‘Reflection 
Map'...Open 'Blobbiness' and change 'Cut Away' value to '0'...change ‘Blob Layer' to 'Logo Comp'...change 'Softness' value 
to '30'... NOW RHMC LHS layers and choose 'New' > 'Light' to open ‘Light' dialog...change ‘Light type:' to 'Spot'...click 'OK' 
and 'Spot Light 1' appears as new, uppermost layer...[ensure any light you use is always UPPERMOST in the 
layers!]...move CTI to start, and hit 'P' to open 'Position' for Light 1 ...change LAST/THIRD 'Position' value to 
'100'...observe how Logo goes dark, as the light has been placed BEHIND the logo... THEN drag CTI to end, and change this 
last/third value of 'Position' to around -500...select both keyframes and hit F9 to Easy Ease them...because you have 'easy 
eased' the keyframes, the 'speed graph’ will be a parabola...click on first LHS keyframe to select it, then grab the RHS 
‘handle’ of the first keyframe (BLHC of graph) and pull it, to drag curve flatter from left, so one side of curve slopes up 
gently, and other side quite steep...like ocean wave about to crash on shore...so now light comes on very slowly, and logo 
not 'revealed' until quite late...(1 went back into 'Metal Logo' comp and moved second keyframe close to start, as it was 
black/dark for too long!) THEN select all layers and pre-compose them, renaming it 'Metal Logo'...Ctrl+D to 'duplicate' 
the layer...rename it 'Metal Logo Glow'...add 'Gaussian Blur' to 'Metal Logo Glow' layer...change 'Blur Dimension’ to 
‘Horizontal’ in fx Panel...change 'Blurriness' value to '200'...change 'Mode' of 'Metal Logo GLOW' layer to ‘Screen’... THEN 
add 'Levels' effect to 'Metal Logo GLOW' layer...in fx Panel, change 'Output White’ value to '160'... THEN Ctrl+D to 
duplicate 'Metal Logo GLOW' layer...go up to fx Panel and change 'Blur Dimension’ for this 'Metal Logo GLOW 2' layer to 
'Vertical’...select both 'Metal Logo GLOW' layers and hit 'T' to open 'Opacity' properties for both...change Opacity value to 
'75'... | went back and changed a few things, added some solids as overlays and backgrounds, with feathered masks, and 
‘levels' effect to final to get balance of dark blue ice and light blue and lights...trying to making logo clearer, added edge 
to logo, but wasn't visible...so might just add original logo simple with outline, and place over as overlay? 


FRACTAL NOISE RINGS 


Make new comp, 2000px by 2000px...Make new Solid Layer, leave at same size, and rename 'Fractal’...Add ‘Fractal 
Noise' effect to layer...Change ‘Fractal Type’ in fx Panel to 'Dynamic Progressive'...check 'Invert' LHS box...Change 
‘Blending Mode’ to 'None’...with layer selected, take 'rectangle' tool and draw a rectanglular mask up near top of solid, 
from left to right, so now have a horizontal bar of fractal noise up near top of preview...Change 'Mask Feather’ values to 
'50'...[ following did NOT improve AT ALL, so ignore it, and go straight to 'add CC Radial Fast Blur' as THAT DOES remove 
join line!!!.....Add an ‘Adjustment Layer’... Add 'Offset' effect to this layer...Change ‘Shift Center to' to values of 
'2000','1747' (or play around with second value until get 'Fractal bar' and the ‘join' in center of the preview... to show the 
‘seam' where the left and right ends of the 'Polar Bar' meet... select ‘Adjustment Layer' and draw mask over the ‘join’... 
BUT DOES NOT WORK FOR ME AS IN VIDEO???...Ctrl+Shift+N to create new mask to layer selected?...does freaky shit, but 
if zoom out so see lines OUTSIDE of preview, can drag them in, and sort of like in video...then change 'Mask 1' from 
default 'Add' to 'Subtract' and increase 'Mask Feather' value until join dissappears (for some reason on my preview center 
chunk moved horizontally Vis a Vis rest of bar???...Oh, if change 'Blend with Original’ to value of '100' entire bar reforms 
at top of screen, as in video...| had to use 'Position' of ‘Mask 1' in 'Fractal' layer to reposition bar a bit lower after doing 
above...NAH doesn't work...in Adjustment layer LOOKS better, but when pre-comp and Polar it, line clearly there ???... so 
do NOT BOTHER WITH last bit of shit, just start HERE ... add 'CC Radial Fast Blur' effect to pre-comp of ring, and increase 
‘Amount' to value of '90' and 'Zoom' value to ‘Brightest’, until get 'black hole with aurora’, with join YOU might see, as you 
know it is there, but which most people will NOT see, due to all the other similar lines that now appear...NOW we need to 
turn this ring ‘inside out'...Add 'Polar Coordinates’ effect to pre-comp, and change to 'Polar to Rect' and value of '100', 
then rotate layer 180 degrees so now light rays shining upward...then add another 'Polar' and set to 'Rect to Polar’ and 
'100' again...| have to unlock 'Scale' and scale down FIRST value to get back to a circle, after all this...and it is NOT inside 
out... HAVE to add 'Adjustment layer’ and add Polar to this, then duplicate precomp and rotate, and get sort of 4 leafed 
clover? ??...and of course fucker didn't plan lesson, goes back and forth, now have to go back into ‘Fractal bar' to animate 
‘Evolution’...he uses Alt+Click on 'Evolution' clock, then change text to time*200 to animate... my AE fucked up, click on 
last pre-comp, don't get it, click on earlier, nothing opens, then shows Fractal bar, when click on last pre-comp, and won't 
show last pre-comp??? 


Pre-compose the layer, check 'Move all attributes...' option, and rename ‘Fractal bar'...Add 'Polar 
Coordinates' effect to 'Fractal Bar' (Pre-comp) layer that replaces earlier ('Fractal')layer...change 'Type of Conversion’ to 
‘Rect to Polar'...change 'Interpolation' value to '100'...So now have a small thick ring (fractal donut) in center of 
preview...scroll mouse to zoom in, and note at top the join line where the left and right ends of the rectangle meet...So 
now we need to go back to 'Fractal Bar’... 


To make thicker or thinner rings, make mask taller or shorter in the original layer 


have rings expand then animate Fractal Noise property 'Brightness'so ring fades out suddenly as reaches maximum 


size you want...gives better effect than fading out with 'Opacity' in pre-comp etc... 


Change value in 'Radial Fast Blur' to increase lenght of 'rays' etc... 


CREATING SHADOW 
Duplicate layer if it is a transparent image...then add 'Fill' and change to black/dark gray...then add 'CC Radial Fast Blur' 


and position it so looks like shadow... 


ADD 'SMOKE' AND 'DUST' ETC LAYERS TO TOP, CHANGE BLEND MODE TO 'LIGHTEN' OR 'OVERLAY' AND ADJUST 
OPACITY, AND TIME TO COINCIDE WITH VISUAL, SO SUGGEST THE SMOKE/DUST IS RESULT OF WHAT DEPICTED I.E 
APPEARS TO HAVE 'CAUSED' THE SMOKE/DUST CLOUD / SHOCK WAVE ETC... 


HIT 'U' TWICE TO MINIMIZE ALL LAYERS !!! 


Layer Styles 


NEON SIGN EFFECT 
BRIGHT glowing text INSIDE with DARKER text OUTSIDE (I think, get example, could be other way around?) 


DROP SHADOWS 


Select a layer. RHMC on layer and from 'pop-up menu' choose / select / click on 'Layer Styles'> and then one of the 
following options 'Drop Shadow’, 'Inner Shadow’, 'Outer Glow’, ‘Inner Glow’, ‘Bevel and Emboss'’, ‘Satin’, 'Color Overlay’, 
‘Gradient Overlay’, 'Stroke'...so click on 'Drop Shadow' to 'choose' or 'select' it and ‘add’ it to the layer selected. 


We then need to click on the 'down triangle’ to open up the options for the Layer, and then do the same for ‘Layer 
Styles' which is added as a Property to the layer when you select a ‘Layer Style’, such as 'Drop Shadow’. Click on the right 
pointing triangle to open the menu / options for 'Layer Styles' and click on the 'right triangle' for 'Drop Shadow' to open 
up the options/menu for this effect. 'Distance' has most dramatic impact i.e 'lenghtens' shadow... Can use of shape or 
text layers. 


INNER SHADOWS 


Same thing but now shadow inside...TIP: Select any effect in the LHS Layers, and 'Ctrl+C' to copy, then select new 
layer, and 'Ctrl+V' to paste the same effect and settings onto another layer 


OUTER GLOW 


Lots of options, to add glow around text, as if light source BEHIND text...play with options as lots of them 


INNER GLOW 


Starts just on inside edge, and extends inwards, so very different effect, as shrinks the actual text, replacing it with 
glow...can produce a 'Neon Light' look if make text color very subtle to mimic glass, and add hot glow, the emulate the 
neon light/gas glow, as if coming from transparent glass tubes, colored tubes...keep color of tube subtle compared to 
neon light around it... 


STROKE 


This adds colored outline around text, not that different from other options, but with fewer options 


BEVEL AND EMBOSS 


Adds curved outline, emulating a 'relief' 'boss' as if cut from stone or poured metal ...so 2D to 3D emulation... n.b have 
‘Style’ options, accessed by clicking on 'Style' Mask down triangle or text: including ‘Outer Bevel’, 'Inner Bevel’, 'Emboss', 
‘Pillow Emboss', and 'Stroke Emboss', so play around with these options... 


COLOR OVERLAY 
Use to add 'Tint' to layer...first choose 'Color' then change ‘Opacity’ to make more transparent 
GRADIENT OVERLAY 


This option offers a gradient continuum you can add points to, so color gradually changes ...AE applies the continuum 
INSIDE the text or shape layer only, so very convenient for adding overlays...such as making icons / graphics / text look 
‘metallic' i.e add sheen / texture to text etc... 


Moving layers between foreground and background 


Select selector tool then clickt+drag top layer to reposition it as shown below 
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'CTRL+0' (control + zero) tells AE to 'render' footage 


(rather than just hitting 'spacebar'???) 


ZOOMING ETC WITH CAMERA LAYER 


Layers must be 3-D enabled... then New > Camera and set mm etc, and be sure to click on 'OK' to activate it... move CTI 
to first frame, hit 'P' to open 'Position' for Camera, and click on 'clock icon' for 'Position' to add a keyframe at this point, 
and start auto-keyframing...go to THIRD value of ‘Position’ ... a NEGATIVE VALUES = ZOOM OUT... move CTI to point want 
the zooming out to stop, and drag slider until get 'zoom out' want, and AE adds a keyframe at this point, with this 
value...scrub back and watch camera zoom in and out as drag CTI... 


ADDING CAMERA SHAKE WITH ‘WIGGLE-POSITION’ EFFECT 


Pre-compose your clip, and type 'Wiggle' in Effects panel search mask...and choose 'Wiggle-Position' from list of 
options (try others out later!) ...drag effect onto layer... Note that this will move your layer around, and may show 
background, so may need to use 'Scale' to slightly increase size of layer, so when AE 'wiggles' the layer, you don't see the 
background... say you want to suggest an ‘impact shock' when your object ‘hits the ground’...go into 'Wiggle-Position' 
panel in EFfects/Project Panel, and click on 'Wiggle Speed' clock icon to start adding keyframes...you want the value to be 
'O' up until the moment of impact...so find moment of impact, and Pg Up back one frame, and set a keyframe for 'Wiggle- 
Position’ value '0', so up until this point there is NO 'camera shake' i.e 'wiggle-position'...Pg Dn to the ‘impact moment’ 
and change 'Wiggle Speed' up to value of 1 or 2...then move forward a few frames again, and set it to '0' again...so you 
get a 'wiggle' at the moment of impact that lasts for a few frames’, then returns to static, the ‘action’ over... preview and 
determine if 'Wiggle Amount' needs to be changed i.e if too much 'wiggle' i.e movement occurs, given default '50' 
setting...turn on ‘motion blur' for layer (click on the 'motion blur icon' i.e repeating circles icon 'master' and then click on 
the empty box below the same icon in the LHS layers...) 


Auto-Trace (AUTO-MASK?) 


Hold 'Ctrl' and Dbl Click on 'Pan behind tool’ to center anchor point in e.g a '+' sign, which you make by Clicking on Text 
too, then hitting '+' symbol on keyboard...can now rotate it around center using Ctrl+DbIClick Pan Behind tool... 

Select Layer with item want to mask... go to 'Layer' > and right near bottom of list of options is 'Auto-trace...' (just 
above Pre-Compose...' Ctrl+Shift+C) ... go through frame by frame to delete mask points that stray, or add new ones 
where didn't mask properly... 


Auto-trace 


rc 
-A 


Auto-trace option last in list under ‘Layers’ i.e ‘Layer’ >'Auto-Trace' ... 
make sure ‘Apply to new layer’ is NOT selected in dialog 


'Saber' plug-in 


'Ramp' effect 
Gives nice 'brushed metal’ look in any color 


'Layer' > 'Auto-Trace' 
(Right at bottom of list) opens dialog, make sure 'Apply to new layer’ box LHS is NOT checked i.e just above 'OK' 
button in Auto-trace dialog...now have an auto mask around logo etc 


Effect > Video Copilot > Saber ... 


to apply the 'glow' effect to a text layer, first 'create' > 'masks' or use the above 'Layer' > ‘Auto Trace’, and if you need 
to, you can edit the mask as usual...the 'hp' logo is a good example of how placing two letters inside a shape let you easily 
‘open’ each letter at the top/bottom and so have one continuous mask for 2 letters, ... within fx Saber effect/project 
panel, go to 'Customize Core’ and click on down angle to open 'Core Type' and use mask to select 'Layer Masks' so now 
the saber glow will apply to the mask that now outlines your logo i.e forms the 'edge' or 'lines' of your logo... 


AE’s own ‘Glow’ effect 
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— the trick to emulating third-party 
eas ‘glows’ is to double up on AE 
glows, as in example below 


DEEP GLOW 


J UNIVERSE GLOW 


Do to Top Main Menu and click on ‘Effect’ > ‘Stylize’ > ‘Glow’, or RHMC on selected Layer and select same options 


IDEA FOR ISOMETRIC LOGO 


Can use a mask path i.e animate the mask so it opens up from one side, or middle, just as logo rotates in 3-D space, 
rolling over...or can use 'Scale' and unlock it, so you scale from left out to right i.e just width, with 'anchor' far left i.e 
point it will scale out from...make sure click on 'clock' icon for 'Mask Path' before start animating, so all changes are saved 
as keyframes...we want TROONATNOOR logo to appear, view it from front, then 'fly' to first letter, as it rolls over so we 
can see the 'top', from which the words emerge The Realities....etc, one word for each letter, as we fly across the 'top' of 
the logo...maybe at different heights...will have to zoom out first, and use large text, even as zoomed out, so have scale 
necessary for flying 'across the top' of the logo...and will need deep embossing/shadow/depth to fit words on in legible 
size... 


Embossing 


ADDING THAT USEFUL GRID OVERLAY a.k.a 'Title/Action Safe’ guide 


There is a small icon BLHC preview panel, RHS of the 'size' %, when hover mouse over reads 'Choose grid and guide 
options’, click on it and choose the first option, 'Title/Action Safe', and get the center cross-hairs, and top and side guides 
useful for centering objects, and ensuring they will be in the 'safe' zone and visible to viewers etc... 
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Proportional Grid 
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‘Slider Control’ Effect 


Couch Al ans 


Effect > Expression Controls > Slider Control 
Place this on a ‘Null Object’ to make it a ‘Control Layer 
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Making your own long count digital timer 


Can Text 00:00:00 onto one layer, then lower opacity so it becomes the 'unlit' LEDs of a Digital timer.. 


Then give the tens and singles for hours, minutes, and seconds each there own layer, so have 6 layers...and put a 
'Slider control' on each of them, and drag pickwhip from 'source text' for each layer/digit, down to the 'Slider' for it, 
within each layer... Use 'Paragraph' panel to 'Right Align' each text /digit /layer (i.e click on third box from TLHS under)... 
starting with single digit 'seconds', first value will be 9, and it will countdown back to 0...Manually add keyframes at each 
second, 9 to 0...and then highlight/select keyframes and RHMC and 'Toggle Hold Keyframe' so that you do NOT get 
decimal points, just a change each full number... THEN Alt+Click on clock icon for 'Slider' to open expression for it in 
timeline, and replace default text with LoopOut("Cycle") so it will continue cycling through the same process as CTI 
moves further along timeline... N.B for tens digit of hours and minutes, countdown from 5 to 0 (as 6x10 minutes in hour, 
and seconds in minutes...ONLY FOR ACTUAL HOURS I.E SECOND DIGIT FROM LEFT IN THIS CLOCK, DO WE GO 9TOO, 
ETC...HMMM...ISN'T THERE AN ACTUAL TIMER FOR THIS IN AE???!!!...and N.B for tens of minutes, change slider value 
every 10 seconds etc... 


Drawing a path for objects and text to follow 
Š _AfterEffects CC Fie Edt Composition Layer Effect Animation View Window Heip 
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‘Pen’ mask tool usually draws solids, with ‘fill’, so to draw ‘path’ i.e lines, rather 
than shapes, click on ‘pen’ tool, then click on ‘fill (MASIGM' stroke’) to open the ‘Fill 
Options’ dialog, where you select the LHS option for‘lines’, click 'OK', then note 
‘Fill’ box now empty...drag slider RHS of empty ‘Fill’ box to set thickness of lines you 
will now draw with the ‘pen’ tool 


RHMC on ‘Arrow’ layer LHS to open menu 
and choose ‘Transform’ >", Auto Orientation’ 


with'pen’ tool, can now add points to 
form line, then grab ‘handles’ to ‘bend’ 
the lines into curves 


== click on ‘Arrgw’ layer and then open ‘Position’ and paste ‘Path’ onto ‘Position 
and.arrew will. now follow:the'Path:youjustdrew 
B nore = a 


C 
Then check ‘Orient Along Path' and 'OK' 
so as object moves along path, it will 


maintain its original orientation e.g 
pointing forwards vis a vis path moving on 


“now ifyou 'CTRL+C’ the ‘Path’ pro perty for this ‘shape’ just drawn, you can ‘CTRL+¥' it onto the ‘Position’ 
property of an ‘object’ layer and it will be invested with the keyframes for the ‘path’ you just drew 


so now colored lights can ‘write out’ path of a text, in the example | liked by ‘drawing’ the text ‘path’ first 


AUDIO IN AE 


Hit 'L''L' i.e hit 'L' twice, on keyboard, to bring up audio waveforms, so can synchronise visuals to the beats / notes ... 
this is great for initial 'synch' of overdubbed audio, as you can SEE the words and the mouth movements...and for 
synching music video to actual tracks i.e people 'mime' or sing-play live, in videos, but we use the actual studio 
recording...and for the best movies, most audio dubbed in post-production i.e recorded in studio, and then over-dubbed 
i.e synch'd to visuals...so lots of reasons to want to SEE audio waveforms...remembering that the 'height' represents 
basically how 'loud' the sound is, and the more tightly the 'squiggly lines' are grouped together, the higher the ‘frequency’ 
i.e the waveform repeats more frequently...so a low frequency will repeat less often than a high frequency e.g bass / kick 
/ footstep vs whistle / bell / alarm / sizzle... We can 'SCRUB' the audio by 'Ctrl+Click+Drag' on the Current Time Indicator 
(CTI / ‘Playback head'), to hear the audio...remembering it will be played back as fast or slow as me drag the mouse...so it 
will sound lower pitched if we drag slowly, or higher pitched if we drag faster, left and right...but this is a simple way to 
quickly determine WHAT we are listening to / seeing i.e a door slam or a car alarm...a voice or a telephone ringing... music 
or voice-over etc... 


USING AUDIO TO CONTROL PARAMATERS 


Go to 'Animation' > 'Keyframe Assistant' > ‘Convert Audio to Keyframes'...AE adds a new ‘Audio Amplitude’ Layer at 
top of Layers Panel LHS...click on down angle to open 'Effects' which include 'Left Channel’, ‘Right Channel’, and ‘Both 
Channels'...click on 'Graph Editor’ icon TRHC of Layers Panel, and you will see AE has 'keyfamed' the Amplitude of the 
audio signal...To use JUST ‘Both’, click on 'Left' and 'Right' and each time hit 'Delete’ on keyboard, so now left with 'Both 
Channels’ with its ‘Slider’... THEN hit the '' which is called the 'Tilda' Key, which is the key just below the TLHC 'Esc' key on 
a full sized keybboard, which has the default '"' 'tilda’ and Shift+` gives you the ~ symbol...to 'maximise' the keyframes of 
the Audio Amplitude Layer graph i.e timeline after 'Graph' icon clicked on...Now take a look to see what Amplitude 
(loudness / dB) level will 'trigger' your effect the number of times you want it too i.e not too often or too 
unoften...remember any keyframe at or above the dB level you set will 'trigger' the effect...otherwise that effect will be 
dormant...e.g a color hue effect, scale effect, position effect, 'Z' value parallax effect...once you've chosen the dB level, hit 
` again, to minimise, and return to the usual defaul AE workspace...Click on the 'Graph Editor’ icon to close the 
keyframes...and decide which effectse e.g color glows. or transformations, e.g scaling up, 'Z' Position 3D camera zooms, 
you want to be 'triggered’ any time the audio signal exceeds the decided-upon Amplitude...e.g the 'beats'...so the effect 
will be in-sych with the beats e.g kick, bass, etc... NOW need to consider the concept of 'mapping'...if audio dynamic 
range i.e dB that is going to 'trigger' effect is 15-20dB, but effect only has 'Range' of values e.g of 0-4, what you are saying 
is that 15dB = value 0, and 20dB=value 4...so you will get a proportional change in the value of the effect, relative to the 
change in amplitude of the audio signal...using amplitude modulation...encoding audio amplitude into some other value 
e.g the 'intensity' of a 'glow' effect... 


MAPPING AUDIO 

so we have an audio range of 15dB to 20dB, and we want AE to define anything below 15 as 0, and anything above 20 
as 4. We Alt+Click on Audio Amplitude > Effects > Slider 'clock' icon, in LHS Layers Panel, to open up the ‘Expression: 
Slider' expression in timeline, where we type linear(value,15,20,0,4) telling AE that if value 15 or below set to O, if 20 or 
above set to 4... THEN hit 'ENTER' '(Return)'on NUMBER PAD to apply effect... NOW click on/select layer want effect 
applied to, and open the 'Effect' in that layer, and choose the property e.g 'Glow Intensity’ on 'Glow' effect on 'Shape 
Layer 1'...and 'Alt+Click' on the 'Glow Intensity’ clock icon to open ‘Expression: Glow Intensity’, and the expression in the 
timeline for it...drag PICK WHIP from 'Expression: Glow Intensity’ UP to 'slider' in 'Audio Amplitude’ layer and release, so 
that the expression changes from effect("Glow")(4) to thisComp.layer("Audio Amplitude").effect("Both 
Channels")("Slider")... THEN hit 'Ent' (enter/return) on NUMBER PAD to apply... NOW so far it isn't turning glow on and 
off...so select 'Audio Amplitude’ layer and hit 'Enter' to change name to 'Glow Intensity'...hit 'Enter' (calling it 'Return' is 
really old throwback to manual typewriters!!!)...Ctrl+D to duplicate 'Glow Intensity' and rename copy ‘Stroke Width’... go 
into 'Polystar' and open 'Stroke 1' then go to 'Stroke Width’ ... Open up ‘Stroke Width’ layer ot find Effects > Both 
Channels > Slider > 'Expression: Slider’ and in the timeline, chang the value '4' in the expression, to '9' or whatever 
maximum width you want for the 20db or above ... NOW go back to 'Shape Layer 1' where Polystar is, find 'Stroke 1' then 
‘Stroke Width' and drag Pickwhip for 'Express...:Stroke Width up to 'Slider' in ‘Stroke Width’ layer...Now flashes on and off 
in time with beat ... but end up with lots of layers...better to have one controller layer...as in next example 


THE MORE ELEGANT APPROACH: MULTIPLE PARAMATERS CONTROLLED BY SINGLE CONTROL 
LAYER 


Select audio layer, RHMC on layer and choose ‘Animation’ > 'Keyframe Assistant’ > 'Convert Audio to Keyframes'... 
open ‘Audio Amplitude Layer and then 'Effects' > and delete Right Channel and Left Channel so left with 'Both 
Channels'...Add new 'Null Object’ to use as control layer...rename it 'Controller'’... THEN go to Top AE menu bar and 
choose 'Effect' > 'Expression Controls' > 'Slider Control' to add a 'Slider' to the null layer / 'Controller' control layer...and 


rename 'fx Slider’ to name of property want to control with it e.g 'Scale Controller’... (click on fx Slider in fx Panel, and hit 
‘Enter’ to change name)... you can RHMC on 'Slider' in fx Panel, and choose 'Edit Value...' to open 'Slider' dialog...can now 
set the maximum and minimum values using 'Slider Range: to: '... 'Alt+Click' on Slider clock icon in fx Panel to open 
Slider > 'Expression: Slider’ in timeline for 'Controller' layer...click on defaul expression and replace it with text liner( 
then drag pickwhip from 'Controller' Layer 'Expression: Slider' down to Audio Amplitude Layer 'Effects' > 'Both Channels' > 
‘Slider’... so expression is completed by AE to add this slider as its controller... BUT now need to decide on maximum and 
minimum values you want to allow (? why not do that in fx panel?) click on expression in timeline for 'Controller' and add 
,jvalue,value,value,value); to end of it, where first value is threshold for activating effect, e.g 15db, and second value is 
maximum dB for effect, and third value is lower value for effect, and last value is upper value for effect... 


values mean if 15,20,0,9 is directing 'if it is below 15, map it to 0, and if it is above 20, map it to 9...if between 15 and 
20 will be between 0 and 9... 


nah fucker...had to choose something complex to add complexity to learning curve cos typical fucker...so | just 
Alt+clicked on 'Scale' clock icon for 'TROONATNOOR' text layer, and dragged pickwhip for it up to Audio Amplitude 'Slider' 


REPEATED SHAPE EXPLOSION 


Draw Shape Layer 1 circle...center anchor...Go to Contents > Ellipse 1 > Transform: Ellipse 1 > 'Scale' to animate scale 
from 0 to 100 over few frames... THEN selelct 'Ellipse 1' and Ctrl+D to duplicate it...then hit 'U' on keyboard to open up 
keyframes for both Ellipses, and select then offset Ellipse 2 Scale Keyframes a few frames forward...THEN cnange 'Color' 
of Ellipse 2 to same as background etc ... THEN go to Contents > 'Add' and choose 'Merge Paths', THEN go to 'Merge Paths 
1' and change 'Mode' from default 'Add' to ‘Subtract’... scrub to watch inside circle start growing just after outside circle, 
and then ‘eat up' the outside circle... NOW DUPLICATE AND OFFSET LAYERS...IT Is NOT ABOUT RE-SCALING, BUT MERELY 
OFFSETTING EACH COPY SO IT STARTS A BIT LATER THAN ORIGINAL / EARLIER COPY... 


Drag out any shape, and make sure Anchor in center using Ctrl+DbIClick on Anchor Tool...(or Dbl click on ‘ellipse’ icon, 
then Shape Layer 1> Contents > Ellipse 1 > Ellipse Path 1 > 'Size' unlock chain and set to 300,300 and anchor and circle 
automatically centered in preview, THEN re-lock 'Size' and animate so scales up from 300 at start, to 400 a few frames 
later, and Ctrl+D ‘Ellipse 1' and offset the 'Size' keyframes of Ellipse 2' a little) scale it from O to 100, over short time 
frame...click on ‘Ellipse 1' within Shape layer 1, and Ctrl+D to duplicate it, within the Shape Layer...hit 'U' to open up 
keyframes, and select Ellipse 2 keyframes and drag them a bit forward (offset them) so Ellipse 2 starts growing a bit later 
than Ellipse 1...Now click on 'Add' and choose 'Merge Path'...Open Up 'Merge Path 1' and set 'Mode' to 'Subtract'...so 
now have ‘hollow' that ‘eats itself’ as it 

expands...Now Ctrl+D to duplicate shape, offset it a little forward, ...repeat this and add another shape layer...because 
the 3 are offset, starting a little later than the earlier versions, you get a sort of 'sonar' or 'shock waves' being blown 
out...N.B DO NOT HAVE TO SCALE, SIMPLY OFFSET EACH COPY BY A FEW FRAMES,SO THEY THEY BEGIN GROWING A BIT 
LATER... PRE-COMPOSE LAYERS TO HAVE ONE LAYER... MHR USE 'CREATE SHAPES FROM TEXT' AND THEN DO THIS WITH 
T LOGO THAT CONTINUES DOING THIS INFINITELY, LIKE 'RADIATING' ... 


Expressions 


Time Expressions used on rotation etc 


Alt+Click on clock icon for Text > ‘Source Text' and type time for 1.234354354 etc...if you want to speed it up use *2 
etc...to slow down use /2 etc i.e to double or halve speed respectively... and to round up/down so just integers, and no 
decimals add Math.round(time*2)...NOW you can have it count up to a number, then when it reaches it, re-start counting 
again from 0... add %20 (called a Modulus), so now have Math.round(time*2) % 20 as your expression...changing time to 
show frame,(example based on 24FPS, just change 24 to whatever FPS your comp is using)... timeToFrames(time.24) now 
instead of time, the current frame will be indicated... timeToTimecode(time.24) [mhr if . doesn't work use , i.e comma 
time,24...not clear from video!]...Velocity has speed AND direction ... e.g for Rotation can add time*30 to rotate 30 times 
faster than default... type inPoint to show where layer starts and outPoint shows where clip ends ... useful for timing 
other stuff... SMOOTH expression: smooths out values...LOOK AT expression lets you force something to ‘look at' 
something else, wherever that 'something else' happens to be / move to...e.g an arrow...Alt+Click on 'Orientation' for 
layer...to open expression for it in timeline...replace default with target = then drag pickwhip from Orienation expression 
up to layer with object you want this one to always ‘look at' i.e 'face' / point to etc...and AE will add the rest of the 
expression to complete it...then YOU finish it with ; and on next line write lookAT(target.transform.position, 
transform.position) then set Y rotation to -90 and if layer was an arrow, and other layer was a logo, the arrow will always 
point towards the logo, no matter where you move the logo... 


POSTERIZE AND TIME EXPRESSION ON 'ROTATE' 


AE has a default rotation speed, very slow? So using time*X you speed it up by a factor of X, or time/X you slow it 
down to 1/X ... but to get 'stop motion effect' add, ON A LINE BEFORE this expression, posterizeTime(6), where '6' is the 
frame rate you want it to rotate at i.e every 6 frames it will 'jerk' forward or backwards, rather than constantly/gradually 
changing... 


WIGGLE AND 'FROM COMP AND FROM WORLD' 


You can make a cross-hair symbol appear to 'paint': Draw a cross-hair symbol, then add a 'Wiggle-Position' effect to it, 
like a wandering weapons sight, looking for a target...so common to 'terminator'and ‘iron man’ style HUDS... add new 
‘Solid’ layer using Ctrl+Y... Click+Drag new solid layer down BELOW 'target' symbol...RHMC > Effect > Generate > Write- 
on, or go to Effects Panel Search Mask and type in 'Write-on' and drag effect onto solid layer... go to fx Write-on in 
Effects/Project panel, and change ‘Brush Size' to about 10, so you can see a white/colored point appear in the center of 
the preview, on the solid layer...and change 'Brush Spacing (secs)' to a lower value?) e.g 0.005 ... THEN hit 'E' to open 
'Write-on' effect on solid layer, and click on angle for 'Write-on' to select 'Brush Position’, HIT 'S' twice to ‘solo’ that i.e so 
ONLY this effect and property appear under layer...(great way to get oversight when working with properties!)...Alt+Click 
on stopwatch for 'Brush Position’ and drag the pickwhip for the 'Expression:...h Position’ that appears, up to the 'Target' 
layer 'Position' property... DOES NOT PAINT FOR ME AT ALL... add fromComp( place existing expression text in brackets 
here ) if layer drawing on different size to comp/background, and fromWorld( place existing expression ntext in brackets 
here ) if using 3-D layer...or try fromCompToSurface in same way...for angled layers etc... 


Automatic width and/or height adjustment expression 


Add solid orange Shape layer by dbl clicking on ‘rectangle’ icon TLHC, then open Contents > Rectangle 1 > Rectangle 
path 1 and unlocking 'Size' so can reduce full preview sized rectangle down to thick orange line e.g to 'underline' a Text 
layer with...Add Text Layer/Logo...so now have logo underlined with orange line... NOW can make the orange line 
ALWAYS match the lenght of the text/logo no matter what transformations you make to that logo/text...using 
expresssions...Alt+Click on 'clock' icon for 'Rectangle Path 1' > 'Size' and replace expression that appears in timeline, with 
[x, value(1)] (move cursor to start of expression and hit 'Return' to move this down one line, so can write the following on 
the line above) x= and then drag pickwhip from ‘Expression: Size' to the Name of the Logo/Text layer LHS, so that AE 
adds _ thisComp.layer(NAME OF LOGO/TEXT LAYER) after the x= you wrote... THEN you add .sourceRectAtTime().width; 
AFTER that, so you end up with two lines: 

x = thisComp.layer("NAME OF TEXT/LOGO LAYER").sourceRectAttime().width; 

[x, value[1]] 


When you get it right, the 'orange line/bar' will 'snap' automatically to the exact length (more precisely WIDTH) of the 
text / logo layer... 


NAH, didn't work for me...so | first made the two layers the same size, then 'Parented' the line to the text layer, so 
changing the first value of 'Scale' for the logo/text layer, automatically scaled the line ...but that's probably no big deal??? 


So why doesn't it work for me? hard to read expression, and vloggers don't bother adding simple screenshot or close-up 
of expressions in vids...for their own reasons?... 


LOOP IN and OUT 


Can set a few keyframes, and have them continously loop until the end of the clip: 

Alt+Click on 'Position' for text / logo layer, then click on the black on white triangle that appears for the 
‘Expression:Position', to open a list of options, and choose 'Property' > loopOut/type = "cycle", numKeyframes = 0)...which 
will be added by AE as an expression in the timeline...and now whatever keyframes you have will continously cycle/loop 
AFTER the LAST keyframe, till the end of the clip...like the ‘Cylon Eye’ or 'Knight Rider''s car...If change Out to In, it will 
loop BEFORE the first keyframe, and stop at the last one...select keyframes and hit 'F9' key to make it look more real i.e 
pendulum swing / bounce / bounce off wall / rebound etc ... if change cycle to pingpong it will reverse the keyframed 
action when it reaches the last keyframe, return to start, and start again, for as long as clip continues (which is what my 
animation does already so...)... You can have it play through all keyframes, then only pingpong back between second last 
and last keyframe, over and over, by changing last number 0 to 1...can make 'sexually suggestive’ movements...to get 
attention, without being sexual/explicit e.g T logo 45 degrees 'thrusting' back and forth into?....changing last number to 2 
means it will go through keyframes, and when reaches last, it will cycle/loop back and forth between this last keyframe 
and the 2nd last keyframe, and so on... 


EDITING KEYFRAMES IN PREVIEW 


When you click on a Property e.g 'Position' in the layers, you see the 'path' in the preview, and you can simply drag out 
the ‘'handles' of control points to 'smooth out' or 'straighten' or 'curve' the lines, to get the exact animation you want, 
after setting keyframes... 


SEXUALLY GENERATIVELY SUGGESTIVE 


See the file, for the actual settings that worked...to get T logo to 'Splooge' :D 


GLOWING RED HOT 


My fresh start 

Add 'Solid’...draw 'Mask' for 'bar' Blend Mode 'Add' then two more masks Blend Mode Subtract to cover either end of 
the first mask, and basically delete these edges, by first increasing 'Mask Feather' so get a gradient, and then 'Mask 
Expansion’ to push edges of Mask 2 and 3 bigger, so that you push the inner gradient towards the center, and the outer 
gradient, pushed outwards, extends beyond mask, and thus outer sides of Mask 2 and 3 dissappear, and you are left with 
what LOOKS Like a gradient from the center of the remaining shape, out towards its left and right edges...rename this 
‘Core’ then Ctrl+D it, and rename copy '2nd out from core’... 


Video that goes all over the shop barely explaining what doing and real frustrating to try to decipher 

Add layer, bronze colored...make it transparent, and above the object to be 'heated'...then mask out all EXCEPT that 
part of the ENTIRE object to be heated, using Blend Mode 'Add'...can see through layer to get exact shape i.e making a 
‘shape’ of the layer really, which we will then duplicate, and color differently, so appears glowing red hot in center, and 
slightly colder out towards edges... can use multiple masks on the solid, to first mask out a shape that corresponds to the 
object in the layer beneat the solid, so basically copying it as a mask, and making a shape out of the layer... THEN masking 
out PARTS (setting these masks to Blend Mode 'Subtract' so they REMOVE parts of the mask you don't want to see!) of 
that object so defined, so we can ‘layer' the 'heat' from center/core glowing hot, to edges of the object...so FIRST layer 
will mask out JUST the object...then successive masks will mask out ALL EXCEPT the bits you want to make appear 
‘glowing from heat'...Use 'Feather' and 'Expand' to get a smooth gradation from edges to center, so you are really 
‘wrapping’ a transparent layer around the object i.e will see the objects edges clearly, and be left with the impression you 
have 'spray painted’ it the bronze color...which will become the LARGEST part of the painting...covering the GREATEST 
area...successive duplicate copies will then be layered OVER this one, each with a successively smaller surface area, until 
we get the final 'core glowing red hot' layer, which masks out the MOST of all the layers...using Mask Feather and 
expansion to get the right 'look'...Can add a 'texture' layer over all this, as an ‘overlay’, and use Opacity to blend it into the 
final look...take 'glowing red hot lava' image etc for this 'texture' overlay... Using 'Mask Expansion’ to increase size of 
mask, and 'Mask Feather' to increase the smoothness of gradient/transition i.e like the soft/light/powdery edges of spray 
painting... So first layer will have 3 masks...first 'Add' to replicate the object through the transparency and so form the 
same shape, with the object visible through the transparency...and two more set to 'Subtract' to remove the REST of this 
layer you don't want to see i.e that does NOT ‘replicate’ the object, as the purpose of this layer IS to make a transparent 
layer OF the object, so we can paint/color/ effect JUST this layer, and have it LOOK like we are really painting the actual 
layer beneat...like sticking adhesive colored transparent plastic to the object, or spray-painting it... ONCE HAVE FINISHED 


FIRST LAYER, CHANGE OPACITY BACK UP TO 100% and change 'Blend Mode' to 'Add'...because of the 'Feathering' ONLY 
the core will be truly 100% opaque, and towards edges of first mask drew, will become gradually more 'grainy' and 
‘transparent LOOKING' i.e as there is LESS of the mask pixels here, so you will SEE the underlying laying through the GAPS 
in the pixels, so it will LOOK like hte opacity changes from center to edges, even though the layer is set to 100% 
Opacity...so now have glowing bronze core gradually blending / cooling towards edges, thanks to the 'Feathering'... NOW 
TO CHANGE LAYER COLOR go to Layer > Solid Settings to open dialog for layer, and change the color, to make it as 'bright' 
and 'intense' as you like...open up the 'Masks' and use 'Mask Expansion’ to increase the size of the 2nd and 3rd masks, 
and thus mask OUT more of the original, so we are 'shrinking' this layer to cover LESS of the object, WE NAME THIS LAYER 
‘CORE' AS IT WILL BE THE BRIGHTEST CORE OF THE HEATED AREA. Now Ctrl+D this layer to Duplicate it... We Open the 
Duplicate layer and .. so we can add the NEXT lowest intensity of heat colors, i.e core brightest, this layer less bright, 
darker, 'colder' than core...Rename copy '2nd from Core’ or 'Middle’...then Ctrl+D this 2nd from core, to add the 'edge' of 
the red hot area, the '3rd from core' or 'Edge' of heat...and Open up 'Masks' again to further increase the 'Mask Feather’ 
of the 2nd and 3rd Masks so 


Matte Choke, Bevel Alpha, emboss, layering text etc for true 3-D look 

Composition Settings (to open 'composition settings' dialog)> (click on) '3D renderer’ > (then choose from options 
that appear) 'Cinema 4D' to get 'Chunky' 3-D text graphics... Does not work for me, so | used the option below it...for 
NVIDIA cards...see if helps...also 'Rasterize' button RHS of 'head popping up icon' RHS of 'Layer names' does NOT seem to 
work for me...then click on 'Options...' button for 'Ray-traced 3D(Deprecated) as | have it, and lower number to ‘draft'...or 
if using 'Cinema 4D' you get a slider, and drag to left, to speed up rendering times, while working on text...REMEMBER TO 
TURN THIS BACK UP WHEN COMES TO RENDERING...OR IS THIS THE SECRET TO OUTPUTTING SMALLER FILES WITHOUT 
THE MP4 CONVERTER?...TRY AND SEE!!! 

HIT 'A' 'A' I.E A TWICE, ON KEYBOARD, TO OPEN UP THE 3D LAYERS PROPERTIES...to add Bevels, extrusions, holes, 
shadows, etc... click on 'Extrusion Depth' and adjust to taste, to get typical 3-D look...go to ‘Bevel Style’ and change 
default to 'Convex'...change ‘Bevel Depth’ to low value... 

NOW TO ADD TEXTURE AND LIGHTING, WHICH ARE KEY TO 3-D IMPRESSION / EFFECT ... 

You can go to 'Layer' > 'New' > 'Light' to get lights to play around with 

Crank 'reflection intensity’ right up... 

Now add 'Drop Shadow' effect, and play around with it... 

then Effect > Generate > CC Light Sweep...then duplicate effect and move to different position...then add another 
drop NOW add Effect > Matte > Simple Chocker effect...adds nice bevelto edges of text...use this on top layer only... if 
use gradient ramp use 'scatter’ to smooth out so no lines in ... THEN add a Light layer above, set it to 3D too, and can get 
very precise lighting ...duplicate light and add another precise spotlight etc ... THEN add 'Curves' to an adjustment layer to 
increase contrast with white curve... THEN add some 'Glow' effect to highlight highlights... THEN can add a ‘Directional 
Blur' effect, to emulate light in mist / shine off surface / reflection of light etc... 

Go to 'Transform' > 'Y Rotation’ to spin logo around and see how ‘deep’ and 3-D it is... 

Reduce 'Reflection Sharpness’ to around 50... 

ADD CAMERA...SET 'Focal Length' to 40mm... 

Holding 'Shift' key while playing, tells AE to render only every second frame, which speeds up preview speed... 

MAKING A NEW COMPOSITION WITH THE EXISTING COMPOSITION IN IT 

Change name of current Comp 1 to 'LOGO animation’ etc... 


Hold SHIFT to RE-SHAPE shapes/masks ... otherwise just click and drag moves entire mask 


Hit 'N' on keyboard, to move end of timeline loop to CTI, and shorten entire comp to that point ??? 


ALTERNATIVE BIGGER 3-D EFFECT 


add text layer, and pre-compose it...go to Effect > Perspective > Bevel Alpha ...adjust bevel to taste...then RHMC Effect 
> Generate > Gradient Ramp... Click+Drag 'Ramp' to be top effect in panel... chose teal and blue as start and end colors, 
and 'Blend With Original’ value of 56.0%...make comp a 3-D layer, and Ctrl+D duplicate it...RHMC 'Rename' the lower 
layer ‘Background’ ...hit 'P' on top layer and change third value to -50...so you now see two layers...add a gradient ramp 
to it, with start color light grey, and end color dark gray...then add a Bevel Alpha... Duplicate this layer... change colors for 
ramp here to beige start light, and beige dark end...play with third value of 'Position' for each until looks right...and with 
positions re: top to bottom in layers...Rename 3 layers front, mid, and back... 


Audio spectrum as text 


can select all, then duplicate all, and while still highlighted after being added, simply RHMC and pre-comp the copies 
into a new pre-comp, leaving all files intact...having problems re-opening pre-comps to change stuff etc! 


T LOGO SOLUTION 


Draw Black Letters with Text tool, and keep layer above ... add solid layer, and add Audio Spectrum to it...then use 
‘pen’ tool to draw 'mask' around letter...then delete the black letter, leaving only mask, and select this mask MASKS NOT 
SHAPES! as the 'Path' in Audio Spectrum... remember to select solid layer intend putting audio spectrum following mask 
on...can duplicate first solid with audio spectrum make, and delete its mask, then draw new one using black letter above 
as guide... note draw as 'tube' if have content inside e.g 0 or R, so start with vertical line, at bottom of letter, so do NOT 
have continuous line around outside, but ONE continuous line forming letter, with a gap...IT IS ABOUT ADDING NEW 
SOLID LAYER, ADDING TEXT LETTER ABOVE IT, THEN ON SOLID LAYER, USING OUTLINE OF LETTER TO DRAW A MASK OF 
THE OUTLINE OF THE LETTER, IN ONE CONTINUOUS LINE SO NEED SLIGHT VERTICAL GAPS SOMEWHERE TO GET INSIDE O 
IN O, AND A ETC...THEN DELETE TEXT LAYER, AND ADD AUDIO SPECTRUM, AND ADJUST TO TASTE...NOW HAVE LETTER 
BOUNDARIES FORMED BY THE AUDIO SPECTRUM, WHICH IS USING THE MASK AS ITS PATH... 


Using Polar Coordinates 


Need to center rectangle, and make exactly as wide as preview, to get perfect circle from POLAR COORDS...but can get 
all sorts of other shapes ... can draw anywhere, then use 'selector tool' to drag ends out and in till perfect size, and 
Ctrl+Alt+Home and Ctrl+Home to center in preview... best to draw, add POLAR and set to 'Rect to Polar’ then change 
position and length of line / rectangle until you get perfect circle...the 'Polar to Rect' is good for making 'T.V screen ' 
shapes 


to work with shape AFTER applied POLAR, have to pre-comp e.g to rotate...to scale etc without getting mess 
‘Outer roundness’ on polystar with 10 points, (can change size with Outer Radius) produces cool geometric patterns... 


If want to ‘rotate’ a curved line around a HUD circle, first ‘pre-comp’ it then use ‘Rotate’ on that pre-comp 


Polar Coordinates with HUDs 


Use 'Transform' then first value of ‘Anchor Point' OR ‘Position’ to rotate text around a circle, for HUDs etc, after using 
‘Polar Coordinates’ fx 

Have to pre-compose 'target acquired’ text polar coordinated and rotated, in order to use Null object on it without 
sending it out of whack... 


Metallic look 


Write white text on black background, and Pre-comp it, then duplicate it, and keep original as 'placeholder' and turn 
off visibility, while work on copy...until go back and turn it back on (remembering it is the top layer), and go to Effect > 
Noise and Grain > Noise to add ‘grainy’ overlay...click on 'Noise type' so default 'Use Color Noise' is NO longer checked i.e 
so have black and white noise...then set 'Amount of Noise’ to 100...then duplicate this noise effect twice, so have 3 
instances of it i.e LOTS of noise/grain... THEN go to Effect > Blur & Sharpen > CC Radial Blur...set 'Amount' to 7... Now Pre- 
compose this layer and rename it 'Grain', and move all the attributes to new comp... and pre-comp second layer and 
rename it 'Metallic'...Use toggles so can change 'Grain' layer 'Mode' to ‘Overlay’... On Grain Layer, RHMC and choose 
'Time' > 'Freeze Frame’... Select bacground 'Solid' layer to add a mask with feathering etc, set to subtract, for 'vignette' 
look... then select 'Metallic' layer and go to Effect > Generate > CC Light Sweep... THEN Effect > Stylize > Glow... 


Layer > Layer Styles > Gradient Overlay 
Color > Edit Gradient... click on continuum to add colors to gradient...set first to light gray, add a second a bit darker 


gray, then add point in middle, and add light gray here again...then another 3/4 way darker gray again...then make last 
point light gray again... then he changes...make white to dark gray, to white, to dark gray, to white...so 5 markers, and 
end up with 2 dark bands 20% from top and 20% from bottom...Change ‘Angle’ to get bit of an ‘angle’ rather than pure 
horizontal bars...play with scale to get broader bands i.e grey to white to grey...go to Layer > Layer Style > Bevel and 
Emboss... WOW THIS IS WHERE THE GREAT EMBOSSING AND BEVELLING IS TO BE DONE FOR TEXT...!!!... Then Layer > 
Layer Style > Satin .. WOW animating 'Angle' gives great changing light effect...same for 'Opacity'...and Distance... THEN 
Layer > Layer Style > Drop Shadow...try distance of '0' and Size of '60'... though will NOT notice changes until add a 
background OTHER THAN black!!!...SO add a solid light bg and move it below the text layer, to SEE the drop shado 
effect... 


TO 'EDIT' IN AE 

YOU DUPLICATE LAYERS, THEN TRIM THE LAYERS IN THE TIMELINE, SO YOU GET 'STAGGERED' LAYERS FROM TOP TO 
BOTTOM, FROM LEFT TO RIGHT..USE ALT+] AND ALT+[ TO TRIM LEFT AND RIGHT OF WHAT YOU WANT TO KEEP...PRE- 
COMPOSE FINAL CUT, AND ALT+CLICK ON 'CLOCK' TO APPLY A WIGGLE EXPRESSION TO THE 'POSITION' such as 
wiggle(2,4) IN THE TIMELINE... THE WIGGLE EXPRESSION MAKES IT LOOK LIKE SOMEONE FILMED YOU WITH A HAND-HELD 
CAMERA I.E 'WIGGLES' THE CAMERA AROUND A BIT, TO MAKE IT APPEAR MORE AUTHENTIC AND LESS 'SET-UP', AS IF 
SOMEONE IS STANDING THERE, IN REAL TIME, FILMING YOU CARRYING OUT YOUR MAGIC...I.E GIVE ILLUSION OF 'REAL 
TIME' AND ZERO EDITS... 


GLITCHING USING 'ZOOM' AND FLASHING USING 'OVERLAY' WITH SUDDEN CHANGES OPACITY USEFUL TO MAKE 
LOOK LIKE 'WEIRD MAGIC' HAPPENING AT KEY POINTS... 


With cursor over blue ‘loop’ line, between blue Start and End markers, Hit 'N' on keyboard to bring ‘end marker' to CTI 
(sometimes it is off screen), then can trim the rest etc 


Indian guy great too RAJ ANGAD SINGH......hammer cracking facebook post so can lean out 


over post edge and hit ‘like’ self, wall pass without clothing.. 

.taking real money from computer monitor...drawing shirt on wall, then bouncing into it and that shirt appearing on 
him... as follows: record self facing camer with hammer, and do a bit of 'mime' i.e of 'hand pushing against invisible glass 
screen...then tapping it with hammer, then fourth hit hard...then pretend you are reaching out and over the ‘facebook 
like frame' and ‘hitting’, with your own finger’ the 'like' button...then import images of glass screen, and cracked glass, 
and add them at time hammer hits invisible screen, and lastly add clip of glass screen breaking, timed to coincide with 
hammer hitting 4th time...take a screenshot of facebook post, and edit it in paint leaving JUST the bar with the ‘like’ 
button, or mask out video of real-time active facebook post, and place over clip you are making, so can keep all 
advertising etc of REAL facebook page, in real time, for real authenticity...and have people responding to your actions in 
real time (can post comments self as other user)... now to get impression of fingers reaching out and hitting ‘like’ button, 
duplicate clip, then mask out everything EXCEPT that part of your fingers that are going to ‘reach out and hit the like 
button’, and place clip over original, so now these fingers 'mask out' what is beneath them, from the layer ABOVE, which 
will also mask out the 'like' button bar etc, and thus appear to be OUTSIDE of the facebook screen, tapping the ‘like’ 
button from OUTSIDE of it, before reaching back in...as always, incrementally adjust mask frame by frame to produce this 
illusion... click on 'Mask 1' to select mask layer, Drag CTI to start of where you will need to be 'animating' the mask, then 
click on 'Mask Path' stopwatch to add a keyframe at this point, at the current mask shape, from now on, when you add or 
move existing mask points, to change the mask shape (Mask Path), AE will add a new keyframe, so you are programming 
the mask frame by frame...then click on 'Mask 1' to make sure it is selected, then click on 'pen tool’ to add and move 
points...each time make sure click on 'Mask 1' before using tool, or will add more masks...keep an eye out for any new 
masks that have been added because you didn't do this...remove these, and click on 'Mask 1' again to select it, to 
continue animating you 'Mask Path' i.e shape of the mask, using Pg Dn and Pg Up to move single frames at a time....lightly 
tap hammer, don't need much force in reality, so don't over-do it here...then after finger appears to 'hit' like, change it's 
color and add the ‘like’ (if using real facebook page you can click on it in real time as ‘recording screen’ so it is authentic... 


Magic shirt on wall: 

film self pretending to draw shirt on a wall...then film self throwing self backwards against this image, to get the 
‘magic shirt' on YOU...now change into the shirt you want to appear when doing this, and film yourself doing same 
action...download an outline of a shirt, to import to your AE project...change the 'Blend Mode' to ‘e.g 'darken' so the 
white bit of the image is removed, leaving only the black outline...so now appears you have drawn a pattern on the wall... 
(I could have caducees come to life and fly around room, and out window!)...repeat the actions of before, throwing 
yourself backwards up into this image...edit so it dissappears as you fall back off wall, and at same time cut to you falling, 
wearing that shirt you changed into...edit first bit of you throwing self up into wall wearing original shirt...so now looks 
like you drew shirt on wall, threw self backwards up into it, and fell back with that new shirt on... Now pre-compose all 
these layers, and add expression to this new pre-comp for 'Position', wiggle(2,4) i.e Alt Click on ‘Position’ clock to open 


expression in the layer/timeline, and replace it with wiggle(2,4) 


Clone self: 

need to film using tripod / stand / static camera...film self taking off jacket, and throwing it onto sofa behind and to 
right of you...then film self wearing that jacket, falling down into seated position, approximating the ‘flight’ the jacket 
took when you threw it, so you land where it landed originally...then edit /cut / fade etc at point while jacket in air, and 
you are in air, both falling down onto sofa, and let YOU replace the jacket, and fall to sofa, as if you'd been cloned mid-air, 
and react to yourself from original clip, hi-five self, or joke with self etc...to suggest interacting with self... place second 
clip below first clip, and mask out RHS of first clip, so ONLY LHS with you sitting in chair, throwing, is visible FROM this 
first clip, and AE will show layer beneath it, of second clip...so looks like two of you in same room... 


Copy and Paste money... 

KEY IS TO MOVE ONLY YOUR ARM, AND KEEP REST OF BODY STILL, IN SAME POSITION, SO WHEN EDIT BETWEEN 
SHOTS, BODY DOES NOT MOVE, ONLY ARM... take real money, pretend putting it into computer monitor, duplicating it, 
then taking the copies back out, thus multiplying your money, just like the Banksters...will make great video to explain 
Banksterism/COJA's source of infinite resources... film self holding up money, then with both hands 'sticking it' to the 
screen’ ... THEN FILM same action, with NOTHING in your hands, but a copy of that money on the screen, , So you can edit 
both later, cutting when hands pull away and money falls, to clip with image of money on screen, and you pulling your 
hands back in, as if having left money on the screen...then cut to clip with image of that same money on screen...go 
through normal actions of copying and pasting it on the screen...then film self reaching out with nothing in hand, to grab 
the money off the screen...then film same with actual money in fingers/hand, so can cut between two clips, of empty 
hand reaching out, and hand with money returning from screen... ‘taking it back to you'...then film screen with THAT 
copy removed...and cut so it looks like you have reached out, grabbed screen copy, and pulled it out as real 
money...changing screen image appropriately i.e the copy you 'remove' dissappears' from screen at cut, so looks like YOU 
have taken it FROM the screen... 


GOING THROUGH WALL BUT LEAVING CLOTHES BEHIND: 

first film a'clean plate' of the scene with NO people, just the room / wall...you will need this as background layer to 
put under clip of yourself/other holding FIRST JEANS, AND THEN SHIRT, up to wall, to 'mask out' yourself/other holding 
clothes up to wall for a few frames, so looks like clothing 'stuck' to wall,as you passed through, and THEN fell to 
floor'...You will draw a mask around the CLOTHING so that THIS is ALL that is visible of that shot of you holding up 
clothing, and you will place this layer OVER / ABOVE the 'clean plate' of the empty room/wall, so looks like clothing just 
hanging there by itself... DO SHIRT AND JEANS ETC SEPARATELY, THEN EDIT TOGETHER, AND ANIMATE MASK OF SHIRT, 
SO SHIRT APPEARS TO FALL AS JEANS DO, MASKING OUT EVERYTHING ESLE FROM SHIRT LAYER SO ALL WE SEE OF THIS 
LAYER IS SHIRT...WITH JEANS LAYER BELOW, SO LOOKS LIKE BOTH STARTING FALLING AT SAME TIME, TOGETHER...YOU / 
OTHER STAND TO EITHER SIDE WHEN HOLDING (WILL NEED TWO PEOPLE TO DO RIGHT, OR USE LIGHT STICKY TAPE SO 
CAN TAPE, AND WAIT TO FALL...then film self holding clothing up against wall in position they'd be if you actually walked 
through wall wearing them...drop them...you'll edit out yourself holding them, and be left with a clip of the clothes on the 
wall an instant before falling...you can mask out yourself / other holding them if want clothing to remain 'stuck' to wall a 
bit longer... then film self coming back from OTHER side of wall, naked etc, or just without hat that you 'lost', coming back 
to retrieve the hat / clothing...film yourself jumping / walking into wall...edit out bit of you returning FROM wall / falling / 
bouncing back off wall...so you appear to 'dissappear into’ wall...can use mask to incrementally 'dissappear' the front of 
you, so you appear to 'gradually' dissappear into wall, as would if real...or do fast, and just edit at point beging falling back 
off wall...so have edited clip of you walking/ jumping into wall, then clothes on wall left behind falling down to ground, 
and of you appearing to come bACK from other side, looking for the clothing you ‘lost’ ... (can be sexy, with girl returning 
to pick up panties, or clever, with all the people's jewellery and wallets etc NOT making transition, and them outside in 
street, at window, complaining, and you laughing at them, picking up their valuables and making a gettaway out the back 
door etc!!! 


Bounce pingpong ball so lands in frypan, turns into frying egg.. 

.simply film both egg frying, and ball-bounce, and cut from ball hitting pan to egg frying...LOOKS like magic 

Pulling clothes on from behind shoulders, or pulling pillow into self, and it turning into shirt... 

film self with tripod doing same action WITH shirt and WITHOUT shirt, and edit it so first see pulling pillow towards 
self with NO shirt on, then as soon as it covers body, cut to same action with shirt on...and no pillow in hands...i.e you 


filmed two identical actions, one with shirt on, and NO pillow, to cut to, and one with pillow and no SHIRT, that sets up 
final cut... 


with a 'cold weather' scene, you will be wearing normal clothing in one version, and warm weather gear in other...and 
performing same ‘pulling hat down from top of head from nowhere, or from behind back, with the normal clothing, then 
with the warm clothing on...mask out all of warm clothing in second shot where were wearing warm clothing, then 
reflexively mask out normal clothing, and reveveal more of cold weather clothing, as 'pull' down...so really pulling down 
the relative masks, to cover more normal with cold...first masking all cold weather clothing, then steadily reducing 
masked area, to 'reveal' more and more OF the cold weather clothing ??? 


shoot scene with normal pants on, then another exact same positions (using tripod), with pyjama pants on...then third 
holding pyjama pants over jeans, and 'tearing them off', revealing jeans??? 


Change color of something 'by clicking your fingers'...use color correction / color change fx and time to match clicking 
of fingers...choose shirt colors NOT in rest of background / or in YOUR color makeup... 


Jumping through wall... 


film self jumping flat into wall...then film self holding pants etc against wall, in same position they were when you 
‘jumped into the wall' wearing them the first time...then simply cut from you hitting wall, to pants falling (edit out the bits 
in between)...film wall/door using tripod, with nothing, as third clip...mask out self just as hit door/wall...and mask out 
incrementally from front to back, so you dissappear from front to back, as if front of you is entering/passing through, 
dissappearing into, the wall/door, ALL EXCEPT THE JEANS you are wearing...then after you've 'dissappeared' rest of you, 
cut to jeans falling from wall/door...then joke is film self on other side of door ( a second later) SANS jeans, opening door 
to go back in to get your jeans... 


Make someone dissappear... 


e.g person laying on couch...film self pulling doona over sofa, then pulling back off i.e there was no-one laying on sofa 
for this shot...now film self laying on sofa, with doona up to waist etc...now mask out all but self from waist up, and 
overlay this on the footage of your pulling the doona over...incrementally mask out self as move doona up to 'cover head' 
etc, then when doona pulled away (original shot) there is no-one there...there never was...was only you from waist up 
overlaid ... and THAT is what you incrementally 'dissappeared' as doona pull UP and OVER... 


Film self interacting with self, then play it on laptop, and film over your shoulder, as you 
APPEAR to interact, in real time, with you on laptop 


i.e pretend it is 'facechat' etc...film self so bottle at edge of frame, so don't see what pour in video on laptop, then 
stick bottle of water etc to back of laptop, and you lift laptop and lean it over a real glass, just as you in video tips up the 
bottle in the video, now as you do so, and they do so in video, real water pours from bottle taped to your laptop...and 
looks like it is coming from bottle in video... 


To make it look like a car / train / bus / truck is driving over you, 


set up camera in positoin on tripod from angle want to film car driving down road...then with camera in this position, 
film yourself laying in road..., then film the truck / bus / car etc driving over same road...now on the clip of YOU, you mask 
out the area around your body, and overlay it over the clip with the car driving down the road, so the only difference, the 
only bit be 'overlaid' is you, and a bit of roadframe by frame, you mask yourself out of shot, from tip of head to feet, so it 
looks like you are being covered more and more by car...it is the same road, same tripod, so the overlay will blend in 
seamlessly...and you just increase the mask appropriately to remove ever more of the clip of YOU, as car 'drives over' the 
position you were laying on...and apparently to viewer, where the masked part of clip IS positioned...then have to 
UNMASK self as car continues i.e 'reveals' more and more of you at other end of car, as it passes... TIP change 
transparency / opacity so can see self THROUGH car as it passes, so KNOW when to start revealing self at BACK of car as it 
passes... 


ping pong turns into egg frying... 


using tripod, film self frying egg in pan, then mask out EVERYTHING EXCEPT THE FRYING EGG...now film self bouncing 
pingpong ball into frypan...now overlay frying egg clip (remembering that now everything EXCEPT the egg has been 
masked out...) over the ping pong clip...edit two clips so just as ping pong ball hits frypan, the ‘frying egg' bit from the 
original clip is overlaid, and ping pong ball clip cut i.e at the point ping pong ball hits frying pan you SWITCH between 
second ping pong clip, and original frying egg clip (where everything EXCEPT the egg frying, has been masked OUT... 


32bit color 

results in better colors / glows etc? the value is changed RHS of the 'comp' RGB icon below project/effects panel, and 
default is 8bpc...or open ‘Project Settings' dialog, and go to 'Depth' and click on RHS mask to choose '32 bits per 
channel(float)' 

then click on 'OK' ... 


BLEND (transfer?) MODES 


‘Blending Mode' appears as 'Mode' just to RHS of 'Source Name' along top of Layers Panel LHS...hover mouse over 
'Mode' and 'Blending Mode' text appears...if no 'Mode' option in Layers Panel LHS, click on 'Toggle Switches/Modes' at 
bottom Layers Panel LHS.....' at bottom of AE Workspace... click on 'Normal' default text in mask under 'Mode' (in column 
under 'Mode'’, just to right of ‘Source Name' / 'Layer Name’)...[or on down triangle RHS of 'Normal'] to open up ‘Blending 
Mode' menu options...e.g ‘Multiply’ makes slightly transparent... 


STENCIL (BLENDING) MODE 


Quickest way to replace text internal area with background, is to use ‘Stencil Alpha’ Mode on the TEXT Layer, with the 
Text Layer above the layer you want to ‘fill’ that text with... 


USING TRACK MATTE FOR REVEALS / SWIPES 


Add a 'Shape Layer 1' over your object/subject...size it so it is just large enough to contain the object/subject in the 
Layer below it. THEN go to that lower layer with the object/subject on it, and change the 'Track Matte' from the default 
‘None' to 'Alpha Matte 'Shape Layer 1' (click on 'None' in the column under ‘Track Matte' and from the menu list that 
appears, 'Click' on 'Alpha Matte 'Shape Layer 1')...so that the object/subject in the layer directly below the 'Shape Layer 1' 
is now visible...you can resize the 'Shape Layer 1' if you need to...NOW 'Click+Drag' the object/subject around, and notice 
that when you move it outside of the 'Shape Layer 1' control points/edges, it disappears...so you can now Keyframe 
‘Position’ for this object, so that it moves from any point OUTSIDE of this 'Shape Layer 1', into the shape, and out of it 
again, if you like...so that the text will appear to 'grow out of nothing’ and ‘disappear into nothing’ as it enters the shape, 
and exits the shape...you can 'Click' on the 'clock' icon for 'Position', move the CTI to the start of your animation/frame 1, 
then 'Click+Drag' the object so it is completely INSIDE the Shape Layer, so it is visible...then 'Click+Drag' the CTI right, to 
where you want the 'reveal' to finish, NOW 'Click+Drag' the CTI LEFT to the first frame, and 'Shift+Click+Drag' the object 
LEFT (to 'constrain' the action to the horizontal axis, to get a straight line path from right to left) until it is totally outside 
of the Shape, and thus invisible... OUTSIDE of the Shape, LEFT of the far left side of the Shape. AE will add a keyframe at 
the location of the CTI...now if you 'scrub' or 'RAM Preview’ the clip, the text will appear to 'grow out of' the LEFT hand 
side of the shape / screen, and continue emerging until it is complete, and comes to rest, in the middle of the 
screen...[n.b in this example we are using the Track Matte Alpha like a mask...assuming both layers have the same 
background color, so we don't notice the background of the object, it being the same as the color of the Shape Layer 
1]... TIP: 'Click' on ‘Shape Layer 1' in Preview or Layers Panel to 'show’' the 'Control Points' and 'outline' of Shape Layer 1 
(which you would have resized/reshaped as a rectangle or appropriate shape that your text would just fit neatly into)... 


Can then have object 'exit' shape and 'dissappear' in same way 


TIP: can simulate someone looking through a scope / camera by adding a circular Shape layer, and animating this so it 
moves and thus 'reveals' and 'hides' the object to simulate a scope / camera moving around searching for object/subject 
in scene etc 


As usual hit 'F9' key to 'easy ease’ move, and open up ‘Speed Graph' to fine-tune Speed Curve of action... 


Background Image as Texture for Text appearing inside Shape using Alpha Inverted Matte 


Add a 'Shape Layer 1' with shape of colored rectangle big enough to add your desired text over ... NOW add new 'Text 
Layer' so it fits inside 'Shape Layer 1' and is a different color, so it is readable ... NOW change the Track Matte of this 
Shape Layer 1 layer (rectangle) to ‘Alpha Inverted Matte "Text Layer"'...NOW add an Image Layer and drag it to lowest 
Layer so it is background of BOTH Text and Shape layer...and the background image, the lowest layer, fills the text...If drag 
‘Pickwhip' of either Text or Shape Layer to Shape or Text layer, can 'Parent' them so can now move them as one unit...to 
position vis a vis background image which now forms 'texture' of the actual text Layer... N.B Layers from top to bottom 
are Text, Shape, Background Image... 
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TWO USES OF ALPHA MATTE: TO FILL TEXT WITH BG / LOWER LAYER AND AS MASK 


Effect> Transform> Fit to Comp to resize any layer perfectly 
USING TRACK MATTE AS MASK ... you can define an area in which a text layer will be visible, like a mask, so that when 
it is outside this area, it is masked by the layer above it...e.g write text 'Mask', then add a shape layer BELOW it, and 


change the TrkMat for this to 'Alpha', and now if you move the 'Mask' text up, down, left, right, you can use the shape as 
a 'hole' in the layer above i.e have text appear from top or bottom... 


OR USE 'POSITION' KEYFRAMES ON SHAPE LAYER ITSELF, TO MOVE IT AS A MASK, TO EXPOSE/COVER TEXT 


USING TRACK MATTE TO 'FILL' TEXT WITH LAYER BELOW IT (AS MASK FOR LAYER BELOW)...e.g import fire clip, add 
text layer BELOW it e.g 'FIRE' and change Track Matte from default to 'Track Matte Alpha "text layer"... 


N.B CAN USE BOTH THESE TECHNIQUES TOGETHER, IN SAME COMPOSITION...AS IN MY PROJECT... 
Also NOTE that if layer / effect does NOT have 'Transform' properties, you can go to Effect > Transform, you now have 


all the Transform properties available on the layer... CAN THEN USE SINGLE SOURCE LAYER OVER AND OVER WITHOUT 
HAVING OT DUPLICATE?... 


TRACKE MATTE STUFF 


No Track Matte 


Alpha Matte “[Footage]" 
Alpha Inverted Matte "[Footage]” 
Luma M “tte “[Footage] 


Luma Inverted Matte "[Footage] 


The layer you set 'Track Matte' to 'Alpha Matte' takes all its data from the layer directly above it...and this is specified 
in the layer e.g Alpha Matte "Track Above" i.e name of above track added to 'Track Matte' Mode (default is 
'None'...toggle to ensure option available if not... the Alpha Track Matte takes its data from the Alpha channel of the layer 
above it...Alpha is opacity of pixels of layer above...N.B THIS ACTION ALSO TURNS THE LAYER ABOVE OFF I.E THE EYE ICON 
DISSAPPEARS FROM LHS OF THE LAYER...IF YOU CLICK THE EYE BACK 'ON', IT WILL HIDE THE LAYER ABOVE ONCE MORE I.E 
DEFEAT ALPHA MATTE...ALSO NOTE TWO NEW ICONS APPEAR NEXT TO 'T' SYMBOL FOR TEXT LAYER, INDICATING THE 
LAYER IS EITHER BEING USED AS ALPHA MATTE, OR IS THE LAYER USING THE OTHER AS THE ALPA MATTE... 


ALPHA INVERTED MATTE "LAYER X" turns the text on this layer transparent...if you toggle the transparency for the 
preview, you will see the grey-white grid ... otherwise whatever color you set the composition background to...think of as 
‘cutting out' or ‘punching holes in' the layer, so you can see what is behind / below it... 


TO USE THE SAME BACKGROUND / TEXTURE ETC FOR MULTIPLE LAYERS, NEED TO DUPLICATE IT, AND MOVE IT UP 
JUST BELOW THE TRACK YOU WANT TO USE IT WITH...BUT IN THIS CASE HAVE TO CLICK ON THE EYE ICON LHS OF THE 
LAYER ABOVE, AS AE DOES NOT DO THIS AUTOMATICALLY WHEN YOU DUPLICATE A LAYER...SO WITH EYE CLICKED AWAY, 
NOW HAVE ANOTHER ALPHA MATTE ETC USING THE SAME BACKGROUND ETC... 


HAVING TROUBLE WITH THIS ETC ON MY VERSION OF AE, BUT HERE’S THE NOTES FROM A VIDEO: 

Track Matte applied to composition itself...allows us to have elements interact with stationary object 

Mask applied to Text layer...cuts or reveals part of text in relative positon...default is reveal mode, invert to cut ...mask 
travels with layer, scales up, rotates, etc with...always relative to text transformations... select text layer, click on 
‘rectangle’ icon and drag out a mask that will reveal ONLY what is within it, and thus CUT anything OUTSIDE of the mask 
shape drawn...Ctrl+Click on point to delete it...Can draw path just by dragging box around (Shift after click on to draw 
straight line?)...RHMC on keyframe and ‘Toggle Hold Keyframe' so mask won't change between keyframes... can scale this 
mask up, rotate it, anything, it will retain its relative position vis a vis the text...(Question does it work this way for all 
elements? ??)... 


TO TRY ALTERNATIVE, TRACK MATTE, START AGAIN, OR COPY TEXT AND REMOVE THE MASK FROM IT...!!!...ensure NO 
layer selected, click on 'pen' tool and draw a line in preview...AE will add a new ‘Shape Layer 1'...now click in layers area 
NOT on any layer, so NO layer selected, and this time click on rectangle tool and click+drag a rectangle out of the RHS of 
this line (???)... and AE will add a 'Shape Layer 2' ...we will make Shape Layer 2 our 'Track Matte’... NOW drag Text layer up 
so it is directly below ‘Track Layer 2' (which you can RHMC on and rename 'rectangle’)...set Text layer TrkMat to 
‘Alpha'...and now text will dissappear when hits ‘line’ (which merely marks start of shape we drew, which is masking the 
text) and then when it moves beyond edge of that shape, it reappears...(but this is not working with my AE...though I've 
done this many times before???) ... using Track Matte, the mask STAYS where it is in the preview, no matter what you do 
to the text, unless YOU change it / edit it... THAT is the difference between using Track Matte for masking ,and Masks... 


LUMA SHORT FOR LUMINOSITY 


which is another word for BRIGHTNESS...SO LUMA MATTE looks at the 'brightness' value of the pixels, whereas 'Alpa 
Matte’ looks at their opacity...so a solid ‘black’ will be totally transparent to it, and pure white will be 100% solid...so black 
is basically removed, and white left behind...after applying a LUMA MATTE...black is totally ' i.e '0%' opaque' / 
transparent, white is 100% Opaque i.e SOLID...not at all transparent... noting 100% Opaque means solid / NO 
transparency, and 0% Opacity means TOTALLY Transparent... SO YOU CAN REMOVE WHATEVER IS BLACK FROM A LAYER, 
LEAVING ONLY WHAT IS WHITE... SO IDEA IS to set the layer you want as background/to shine through, to LUMA MATTE, 
take a texture layer, and move it ABOVE the background layer, then click on 'eye' icon for texture layer to 'hide' it(the 
texture layer)and now,where the texture layer ABOVE is dark, the background BELOW it will shine through / be visible, i.e 
if you toggle 'transparency' preview you will see the hatching and grey-white chequers indicating transparency...if your 
lowest solid layer is e.g green, you will see green coming through the layers... 


SET MATTE 


Effect>set Matte...and in fx panel 'Set Matte' > Take Matte From Layer and choose the bg/ texture you want to use... 
then change 'Use For Matte' from default' Alpha Channel’ to ‘Luminance’... now if want to apply 'Curves' effect to 
increase contrast and thus luminance balance etc, go to Set Matte > Take Matte From Layer > and change default 'Source' 
to 'Effects and Masks'...so now the 'Curves' layer/effect will have an impact... 


SET MATTE 

When layering shapes in AE, you can normally see the lower shapers THROUGH the higher shapes, so you lose 
realism...with 'SET MATTE’ you can ensure the higher layers that overlap lower layers mask those lower layers, so the bits 
they 'cover' and NOT visible...as in real life... type 'Set Matte’ into effects panel search mask, and note that you need one 
for each layer ABOVE it, so one for second disc series of 3, and 2 for bottommost disc, to mask out the overlapping bits of 
the TWO discs above it...select the shape layer in the effect panel, then check box for 'Invert Matte’, so this shape, where 
it overlaps shapes below it, is NOT transparent...do this for each shape layer, for ALL the shapes ABOVE it ... can add Set 
Matte fx (mulitple instances if have multiple copies within a layer of shapes etc) and then add a texture layer, and decide 
to have your shapes NOT textured, and only area AROUND THEM textured, or JUST INSIDE THE SHAPES, filled with that 
texture, as in my example 


You can draw one mask, and make it ‘Alpha Matte' for one text layer, and 'Alpha Inverted Matte' for another, so that 
the mask 'reveals' one text layer(set to Alpha inverted matte) as it 'covers' another (set to Alpha matte), as these text 
layers move, passing through it... i.e OUTSIDE of mask visible with Alpha Inverted Matte, and INSIDE of mask visible with 
Alpha Matte... 


LUMA MATTE 


says if it is black, make it invisible, if it is white, make it visible...totally black means totally invisible, gray means faded 
image, totally bright white means totally visible...so those pixels that meet these different criteria will be more or less 
in/visible, based on how 'bright' they are i.e how 'black' or 'white' they are...LUMA INVERTED MATTE opposite, makes 
totally white invisible, and totally black visible...so can use this to ‘mask out' a black sky, or white sky...if use after 
enhancing contrast etc and color correction, works even better... 


put same file below a mask, text layer, or shape layer i.e all of which are letters, and you will get the layer in just the 
thickness of the 'add'>' ', for the shape the thickness of the shape you drew, and for the letter it will fill the letter...now 
try shape with fill! 


LINEAR COLOR KEY EFFECT 


Use this to 'key out' e.g the sky from around a power line you have roughly masked out from the sky, so explosions 
can go BEHIND it etc...type ‘Linear Color Key Effect' in Effects panel search mask...you get the effect panel showing what 
is in preview e.g power line against sky, and another image of same...take eydropper and take sample of the 'sky' around 
the powerline, in the preview panel...which will 'key out' the sky, leaving just the transparency cross hatching, or bg color 
of your composition...apply this effect to a transformation layer above all the other layers... 


KEY CLEANER? for cleaning up masks? 


COLOR DESIGN (COLOR SCHEME): COLOR GRADING AND COLOR THEORY TO CONVEY 
EMOTION AND GIVE CONTEXT 


color impacts us pyshologically...suggests things...indicates things...evokes things...triggers things... 

Monochromatic = single hue color scheme means scene tinted with just one color... 

Analogous color scheme uses colors that sit next to each other on color wheel... 

Complimentary color scheme uses two colors that sit opposite each other on the color wheel and complement each 
other...Most common is Teal+Orange ... used in hundreds of Hollywood films... lots of other 'split' options with multiple 
tints... 


TIME STUFF 


Effects > Text > Numbers... 

RHMC Time > Time Reverse Layer to make it a count-down timer...then pre-compose and mask out the numbers you 
do NOT want in your timer... then pre-comp it a again so it's now portable, can re-scale it, change color / tint / hue etc... 

Import audio file, 

Now ON A TIMER LAYER ....Effect > Generate > Audio Spectrum ... and CHOOSE the new audio layer RHS 'fx Audio 
Spectrum’ > 'Audio Layer’ mask... 

Ctrl+Alt+Shift? to make perfect centered circle MASK on layer with audio...and go up to fx Audio Spectrum > 'Path' and 
use down arrow to select 'Mask 2' or whatever number this mask is... 

Can animate the mask, to get the colored lines to follow a text outline, as | wanted! 


GENERAL ON COMPS AND PRE-COMPS 


When want to go back into a pre-comp, dbl-click on the pre-comp in the PROJECT PANEL... the pre-comp that was in 
the layers will be replaced by its contents i.e the layers within it...then to go back to the pre-comp, dbl-click on 'Comp 1' 
in the PROJECT PANEL and the pre-comp will appear as a single layer again... and this 'Comp 1' will ALWAYS be the 
highest level pre-comp you've made so far e.g pre-comp 2...then to open pre-comp 2 to change it, dbl-click on 'pre-comp 
2' in PROJECT PANEL'...etc...this is how to move within the Comp, to the various pre-comps (folders) and their layers 
(tracks)... remember: 'Pre-comp X' will appear in layers, being the highest level pre-comp, when you dbl-click on 'Comp 
1'... took me a while to sus this out... 


USING 'RADIAL WIPE' EFFECT AS COUNTDOWN TIMER BACKGROUND WE ARE ALL FAMILIAR 
WITH 
Add filled circle layer, and scale it or numbers so numbers fit in it, leave it above the text/numbers layer so it is but 


lower opacity to about 50, so can see numbers through it... then duplicate it, and ensure the transparency of the upper 
layer is lower than the layer below, so now have a layer to 'wipe' ... go to 'Effects' > 'Transitions' > 'Radial Wipe'...move 


CTI to 1s point in timeline, and set Radial Wipe ‘transition Completion’ to '100%'...and click on clock icon to set a 
keyframe for this, then drag CTI to start and change value to 0%, scrub to watch the 'radial wipe’ happen over course of 
one second...hit 'U' to open keyframes, select them and hit F9 to easy ease them, so slow down before finishes... THEN 
... TRIM this uppermost ‘shape layer’ with the radial wipe, to 1 second duration... THEN duplicate this layer...go to 
uppermost (new duplicate) layer 


COUNTDOWN TIMER 


Write text layer, number 0...g0 to Effects search mask, type in 'Slider Control’...drag onto Text layer... In Text layer click 
on 'Text' down angle to open 'Source Text’ and 'Alt+Click' on clock icon LHS of 'Source Text' to open up an Expression for 
it in the timeline... then click on 'Effects' down angle then ‘Slider Control’ down angle to show 'Slider Control’, and drag 
the pickwhip from 'Express:Source Text' down to 'slider'...so ‘'effect("Slider Control") ("Slider") appears in timeline RHS 
‘Source Text'...now if drag 'Slider' value the number will go up or down in single integers, from zero to minus or positive 
numbers...Now go to expression in timeline and add Math.round( to start of expression, then add an ) at the end, so it 
now reads Math.round(effect("Slider Control") ("Slider"))... so we don't get lots of decimal places ... Now to set the end 
number, move CTI to point want it to reach maximum number, and click on 'Slider' clock icon to add keyframe, and drag 
the number up to RHS of 'Slider'...then move CTI back to start and change 'Slider' value back to '0', or whatever number 
you want the time to start at, and AE will add a keyframe, with value '0'...now if scrub forwards, the number will rise...and 
fall...as you move right and left, forwards and backwards in time...Now use 'Layer Styles' to add emobssing, drop shadows 
etc... 


To get it to count backwards, simplest way is to RHMC on layer and go to Time > Time-Reverse Layer... so now goes 
backwards, and change highest value 'Slider' to 10 at start, click on clock icon, then move to end, at 10s point, and change 
it to 0...so now have keyframed start and end values...to get the 10 and single digits to appear centered, use Pg Dn 
(forwards one frame) to move to last frame where 10 occurs, Click on clock for 'Position' to add keyframe at this 
point...click on something ELSE if 'Pan Behind Anchor Point' is lit up top AE, e.g on 'rectangle' icon, so it is NOT lit up...then 
move forward one frame with 'Pg Dn' so '9' appears, and use first value of 'Position' to move this 9 a little to right i.e from 
original 960 for '10 to new'1020' for '9'...so now have two keyframes...one for last frame with '10' in it, slightly left of first 
frame with '9' in it, so 10 and 9 appear to be centered on same anchor i.e numbers don't move when change from double 
to single digits... TIP: find last frame with 10 using CTI and 'Pg Dn' 'Pg Up' keys, then use Ctrl+AlttHome then Ctrl+Home 
to center anchor in text, and text in preview, , then hit clock to add keyframe to this position, then Pg Dn to next frame 
(where 9 starts), and use 'Align' panel ‘Align Horizontally' and ‘Align Vertically' to align the 9 correctly, and this move will 
trigger AE to add new keyframe at this new position...scrub to see that both 10 and 9 appear to be centered i.e centered 
on same point... 


SIMPLE CHANGING NUMBERS TIMER / COUNTDOWN 

(Use above methods until work out what all this means here!) 

It looks really confusing, so go to Youtube channels and download the templates on offer...then tweak them...and use 
them, for all the cool looking flip-clocks etc 

Add text layer and type number 1... then go to Text > Source Text and Alt+Click on clock icon, to open expressions in 
timeline, where replace default with Math.floor(time) so long decimal becomes integer...number will count up to 
number of seconds in the 'duration' of your composition...e.g 5 minutes will go from 1 to 300 as counts in seconds...now 
to make a countown timer,starting at 60 and going down to zero, write Math.floor(60-time) ...Add Null Layer...go to 
effects panel and search for 'Slider Control’ and add to Null Layer...Alt+Click on Text > Source Text clock icon to open 
expression for it in timeline... replace default with rateOfspeed=1_ then hit 'Enter' to start new line, to add the starting 
time for this clock/countdown time... ClockStartTime= now open up Null Object > Effects > Slider Control and drag 
pickwhip from Timer layer Expression:Source Time up to the 0.00 value RHS of 'Slider' under ‘Slider control’... and AE will 
add lots of text to expression...Now you can use the 'clock' icon to program the value for the slider control at any point in 
the timeline...can add, on next line Math.floor(time) to remove decimal places... [the rest of this doesn't work for me:now 
hit ; to close of that line... now click on 'Enter' a few times to start a new variable under existing expression... write 
clockTimeNumber=rateOfSpeed*time; now if change rateOfSpeed in first expression to 2, it will change twice as fast, 
etc... | 


("Counter").effect("Slider Control")("Slider"); 
("Counter").effect ("Slider Control")("slider"); 

unting at time = 0 

5 seconds] 

inTime,beginTime + countDur,beginCount,stopCount)) + "%" 


??? 


Math.round(linear(time.beginTime*countDur.beginCount.stopCount))+ "%" 


Alt method ‘exploding circles’ 


THIS DOES NOT WORK AS IT DOES FOR GUY IN VIDEO...SO?...JUST DO IT MY WAY, SIMPLE...GUY SAYS 'MAKE SURE IT 
LOOKS LIKE THIS OR WON'T WORK’, BUT IT DOES NOT LOOK LIKE HE HAS IT, AND IT DOESN'T WORK...SO WTF? NO 
BOTHER EXPLAINING HOW TO MAKE IT LOOK LIKE HIS??? JUST 'MAKE SURE' O.K, WTF???? 

Draw Circle Ctrl+AlttHome then CtritHome to center anchor point in center of circle, and center that in preview... 

Go to 'Shape Layer 1' > Ellipse 1 > Transform Ellipse 1 and click on clock for 'Scale' 

Move CTI to 0 seconds and change value to 0 (or simply click blue diamond icon to add keyframe if CTI at 0 seconds) 

Move CTI to where you want circle to burst, in time, and change value to size want circle to grow to. 

Scrub/drag CTI to watch your circle appear from nothing and reach full size, by the second keyframe 

Select both keyframes and hit 'F9' to 'easy ease’ them 

Select Ellipse 1' and hit Ctrl+D to duplicate it (and its keyframes) 

Go to 'Transform Ellipse 2' and select both keyframes and drag them forward a little in time. 

Click on 'Shape Layer 1' > 'Add' > and click on 'Merge Path' to add a merge path to Shape layer 1 that contains both 
Ellipse 1 and 2. Make sure 'Merge Path’ that appears is BELOW Ellipse 1 and Ellipse 2 in layers LHS. Make sure there is a 
‘Fill 1' below this 'Merge Path’. Go to 'Merge Path 1' and click on 'Add' triangle to open option and change to ‘Subtract’. 
Drag CTI and note how two circles grow and then the inside circle 'eats' the outside one. 


MY WAY TO MAKE EXPLODING CIRCLES 


have to pay attention, do it just right...smaller circle has to be ABOVE larger circle in timeline, otherwise larger will 
hide it all the time 

Draw one circle of color want for circle 

Draw another that is same as background, so when it gets bigger than first colored circle, being above it in layers, it 
simply covers it, so it appears to dissapear / explode 

Set first colored circle to Scale from O to whatever size want 

Set black / bg ground colored, smaller circle (difference between both in size will be thickness of your 'balloon' Scale 
also from 0 to a bit BIGGER than first circle, at point want it to 'pop’...this will mean placing the first keyframe for this 
smaller black circle a bit ahead of first circle, so both keyframes for this smaller black circle will be a few frames ahead of 
the first circle. 

Now when hit play or 'scrub' forward, balloon will appear to burst, when the smaller second circle grows larger than 
the first, a few keyframes AFTER the first circle reaches its second keyframe maximum size ... do this visually, set last 
‘inside second smaller ballon’ first keyframe to zero, a few frames ahead of first keyframe larger, first, colored 
circle...then move CTI a few frames ahead of other circles last keyframe, and increase the 'Scale' of the inside circle until 
you see the first circle 'dissappear'... select all keyframes and hit F9 to 'easy ease' them all.. 


Turbulent Displacement (et al) and my ‘waves washing over text’ animation 


MOTION 


Open new project. Use shape tool to drag out a blue rectangle to cover preview window, so now have a 
‘Shape layer 1' with ‘Rectangle 1'. Click on layer, hit'P' to open ‘Position’ and animate shape layer 1 so it 
moves into screen from left to right and stops, like a wave. with ‘Shape Lyer 1' selected, RHMC to choose 
‘Effect’ >'Distortion' >'Turbulent Displace’ Change 'Displace' to ‘Twist’. Adjust ‘amount’. Duplicate layer 


several times, and offset each layer slightly. Change color of each layer. 


sve 


Get 'waves' of color by dragging out rectangle as 'Shape Layer 1' e.g blue...then go to 'Effect' > 'Distort' > 'Turbulent 
Displace’...play with amount and change 'Displacement' to 'Twist'...click on ‘clock’ for 'Evolution’...then Alt+Click on it to 
open Expression, and type in time*200 so moves at 200 times default 5fps rate... now Ctrl+D to duplicate Shape Layer, 
and use 'effect' > 'Generate' > 'Fill' to change color...repeat with another color...now ‘offset’ each layer by click+dragging 
it right a bit, till get effect want i.e further you drag it, the thicker that 'wave' will be ... so now have a liquid transition, 
with highest layer ending up as background for text...now add a text layer...now add a thin 'mask' ...with rectangle 
tool...and so being top layer, it will exclude everything OUTSIDE of it...so now you have a thin strip of ‘liquid waves' you 
can animate to move up and down through the text...keep this rectangle 'shorter' than text height...now select one layer 
with 'turbulent displace' fx on it, so fx opens in effects/composition panel...then Ctrl+C on fx, to copy it, and Ctrl+V to 
‘paste’ it to the last thin rectangle layer we just made...hit 'P' to open ‘Position’, and hit 'clock' icon to start adding 
keyframes at 0...drag rectangle below screen, move CTI and drag rectangle above screen, so now it is moving from 
bottom to top over this time period... Now pre-compose the text layer...then set text layer to 'Alpha Matte’... change 
color with 'Fill'...then duplicate BOTH pre-comp of text and this text layer...change the color of the text layer with 'Fill' and 
offset both duplicates a bit...so copy follows original up through text... duplicate another set of copies, this time go into 
‘Rectangle 1' and unchain 'scale' and scale second value for height up, so over time this liquid content expands to fill 
entire text...then offset these last set of layers so this happens later... 


TO DO / clarify 

make notes as to 'width' with 'dashes' i.e vis a vis inside 'stroke' shape layer vs top ‘stroke width'...same? seems to 
make LONGER not wider...so do it and take notes to be clear in future...not stumbling around trying different 
things....note 'trim paths' does NOT change these lines in to out, but sends them around like clock...have to add a black 
(background) colored circe inside 'rays' that 'eats them up as it expands' from the inside, to get that 'explosion' effect ? 


on FX Tutorial 


‘Effe > 'Distort' > ‘Displacement Map’ 


here used to create ‘plasma pulse gun blast’ 


Working with Expressions 
VALUE 


default 'Rotation' value is '50'...Alt+Click on clock icon to open 'expressions' in timeline...now can change the 
default...replace default text with 'value' and now the RED expression to LHS of timeline can be changed by clicking on 
it...now you can change 'value' to 'value*2' to double that RED value etc...so rotates now twice as fast...and allows more 
precise and quick fine tuning of relative rotations of layers etc... 


‘Rotation’ in default has just one expression / value...where there are multiple values for a property, such as 'Position' 
with 3-D enabled, you have to be more precise... the values are numbered value 1, value 2, value 3 in the timeline i.e YOU 
write this, for the 3 'Position' values, from L to R...can then change the value, and use the * (multiplication)... 


e.g Alt+Click on 'Position' clock to open expression in timeline, then replace default with [value[0],value[1],value[2]] 
now free to change each value of 'Position' and to use * e.g make value 2 change twice as fast as other values etc e.g 
{value[0],value[1]*2,value[2]] ... 


LAYER INDEX 


first separate the values in the expression as with 'value' i.e replace default text in timeline with [value[O],value[1]] so 
now first and second values of 'Position' (2D default) are separated and can be changed and 'operated' on... now you can 
change first value to x, so you have written [x,value[1]] ...AE will give an 'error' notice... and now you have to put cursor at 
start of line and hit ‘enter’ to bring this line down one line, so on previous line you can now define what x is, for AE... so 
wreite x= on the line above, and 'pickwhip' the second last icon below the red numbers LHS timeline, to ‘Position’ in 
another layer...e.g you have a duplicate layer...and AE will add text after x=, which you then 'close' with a ;...(semi-colon 


equivalent of period/full stop, in AE)...now two layers will 'snap' to same x axis i.e one will move across to occupy same 
position as other... now if you add '+300' before the semi-colon in the first line, it will offset the layer you are writing 
expressions on, by 300...so you can change layers RELATIVE position easily now, with a few ‘operators’ e.g +300, -500, *3, 
/2 (meaning plus 300, minus 500, times 2, and divided by 2)... so far the expression text will refer to a specific layer 
NAME...but can make it apply simply to 'the layer below it or above it', can do so by replacing AE text where it says ‘Layer 
name’, you replace the entire ‘layer name’, with '', with (index+1) to apply it to the layer below...as AE numbers layers 
from lowest to highest, from top to bottom, so (index-1) would apply to the layer ABOVE it...now if you duplicate layers, 
AE adds copy layers ABOVE original...and if you had this expression, it would be copied each time, so you could get 
precise 'offsets' of each new copy, based on this expression, so each new layer automatically added '300pixels to the 
right’ of the previous layer... 


Playing with Time in AE 


RHMC Time Freeze Frame or Layer > Time > Freeze Frame ... other options are ‘Enable Time Remapping’, 'Time- 
Reverse Layer’, 'Time Stretch...' ... N.B that increasing the DURATION slows down, while decreasing DURATION speeds 
up...but get 'choppy' / 'jumpy' results if didn't RECORD AT HIGHER FPS...unless WANT sort of CCTV timelapse look... the 
‘Enable Time Remapping’ option adds the 'Time Remap' effect to the layer, and a keyframe to the first and last frames of 
clip...can now keyframe changes in speed i.e ramp up and down... If NOW add another keyframe, the default fps will 
apply, and playback at normal speed between first keyframe and this keyframe BUT if now move this new keyframe left 
or right, you will effectively be slowing down or speeding up the footage BETWEEN the first keyframe and this keyframe... 
i.e move to right makes original footage take longer to play, move left it takes less time to playback...and reflexively, the 
footage to either side is correspondingly sped up or slowed down, so the total time elapsed is the same...UNLESS select 
END and new keyframe, and drag BOTH in same direction, then ONLY region BETWEEN keyframes changes speed, and 
rest remains default speed... if just move end keyframe closer to start keyframe, entire clip sped up...to slow down, 
open 'Composition Settings' dialog and increase the duration, so you can drag the last keyframe RIGHT, and thus slow 
down the entire clip...if you want it 50% of original speed, double the duration in seconds in ‘Duration: ' mask, then drag 
last keyframe right, to end of clip...etc...then can drag last keyframe left and right until you get the precise LOOK you 
want, based on what you see, rather than math...NOTE: this works with generated graphics better than footage, for 
which you use the other methods...but try and see, you might like how it LOOKS, which is the whole point of ‘graphics’, 
right? 


TIME REMAPPING CLARIFIED 


When you add an instance of this effect to a layer, AE adds a keyframe at frame 1 and the last frame. Then when you 
add another keyframe in between, if you drag it right, you will speed up first bit, and slow down second bit...so have to 
select BOTH the keyframe YOU added, and the keyframe at the last frame that AE added...then drag the keyframe YOU 
added left, to speed up the first bit, while keeping the second bit at the original speed ??? PgDn to advance one frame at 
atime...TIP: if hold 'Shift' while dragging keyframes, they will 'snap' to the CTI (Current Time Indicator / 'playback head’), 
so you get precise control...and can line up many layers all to the CTI i.e same point in timeline... 


Scrolling Current Time Indicator (C.T.l a.k.a ‘playback head’) to the Frame you are current at 
3 


i Active Camera 


_ 


when zoomed in to individual frames etc, can lose track of where ch is, so hit'D' on keyboard, 
and CTI will appear at current frame, in timeline i.e blue ‘playback head’ 
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']'and'[' bracket keys on keyboard 
shortcuts to moving layer start and end 
points to current position of the CTI 


hit']' bracket key to move end of layer! so that it now starts at the position of the CTI 
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hit '[' bracket key to move start of layer , so that it now starts at the position of the CTI 


Reducing work area to save space and allow more zooming 


There are blue ‘bars’ on either end of the grey ‘Work area’ of the timeline. The red circles the right one here. Click on 
this blue end bar, and drag it right to extend the work area, or left to reduce the work area, or is that to zoom??? You 
can also use the ‘slider’ at the bottom left of the timeline. Click and drag the blue marker left or right to zoom in or out 


Trim comp to Work Area with ‘Ctrl+Shift+X’ 


Drag blue end timeline left to where want clip to end then hit ‘CTRL+SHIFT+X’ to ‘Trim comp to work area’ 
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To 'trim' the timeline just to the length of your clip, so zoomed in, and fills timeline: 
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None 10.0% r Lift Work Area EE] 
= Extract Work Area 
hit'i' then 'b' then 'o', then 'n' on keyboard then m Com to Work Area 
RHMC on grey bar between blue handles e Trim Comp to Work Area’ 
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Once you’ve worked out what part of a clip you need to work on, you will want to avoid wasting precious screen space, 
by ‘Trimming’ the Composition to just the clip defined by the grey bar between the two blue handles just below the 
Current Time Indicator (CTI or ‘playback head’), and ‘Zoom into’ this so it fills the timeline. Note the ‘Slider’ in the 
middle of the extreme bottom of the screen with ‘0’ and ‘mountains’ icons, which you ‘Click+Drag’ to zoom in and out 
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clicktdrag right end of'zoom bar to zoom into new loop length i.e so loop now more detailed or use 
zoom slider at bottom of screen, so entire new shortened loop fills available timeline space 


Right at the bottom of the AE Workspace is the ‘Zoom Slider’ you can ‘Click+Drag’ to zoom in or out, or simply 
‘Click+Drag’ the RHS blue end of the uppermost timeline to ‘Zoom’ in and out 


@ AfterEffectsCC Fie Edit Composition Layer 


now timeline units are individual frames 
so can move from frame to frame 


Hit ; (semi-colon) key on computer keyboard to zoom into individual frames, for frame by frame animations 


Preview screen a.k.a ‘Composition Panel’ 
Preview screen is called ‘Composition Panel’ in AE... 
Dbl click on any layer to 'open' it in the Comp panel i.e preview it / work on it...doing so 'solos' that layer in the comp 
panel / preview, and moves the blue box around the layers panel to include a new Tab to RHS of the Composition Tab...to 


return to Composition, click on the Tab to LHS of this i.e the Comp Tab TLHC layers panel, and now entire Comp will show 
in Comp Panel / Preview... 


Resize Preview 


TIP: Clicktdrag on blue diamond in timeline to move it..change time at which change will start/end ... 
useful when start of transition is out of frame i.e below / above preview screen so can't see ... so adjust 
properties of object in preview window, THEN click+drag the blue diamond left or right to where it is now 
OUT of the preview screen e.g for 'growing' objects as move into screen and then out of screen e.g up 
and down, or flying across screen, so move up / down into screen, then down/up out of screen again 
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Click on diamond then Ctrl+C to copy it then Ctrl+¥ to paste it to left or 
right on timeline to ensure NO changes occur during this time i.e have 
same keyframe at two points means between them nothing changes 


A quick way to zoom your preview in or out, or ‘fit to screen’ is to click on this mask and choose the % zoom 


Hit ‘U’ on computer keyboard to open all keyframes for currently selected Layer/s 


@ AfterEfiectsCC Fie Edit Comcosition Layer Effect Animation View Window Heip Bea 2 O z 


selecta layer and hit'u' on 
keyboard and ONLY the 
properties with keyframes 
for that layer will appear 


oO è 


If no layer selected, AE will show ALL properties of ALL layers with 


keyframes ~~ * . 


Alt+Click+Drag to manually to change speed of transformations of individual properties 
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yer want to speed up or slow down 


Hold down ‘Alt’ on keyboard, and RHMC on last keyframe in a sequence you want to ‘speed up’, then drag 
this keyframe left, and each keyframe will move left proportionally..to slow down, drag keyframe right, 
and gap between keyframes will expand proportionally i.e'scale up or down’ 


Using Speed graphs to change rate of transformations 


Auto-Zoom Height to Fit View 


Show Selected Properties 
Show Animated Properties 
Show Graph Editor Set 

If Speed Graph does NOT appear when you eam 


click on ‘Graph’ icon, RHMC on icon and Edit Value Graph 
make sure ‘Edit Speed Graph’ LHS box is Edit — A 
aph 


checked Show Refer 
Snap 


Show Audio Waveforms 
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Show Layer In/Out Points 


oF @ Os Show Layer Markers 


Show Graph Tool Tips 


Show Expression Editor 
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dbl click on shape icon e.g rectangle, and AE will add perfectly 
centered rectangle and new shape layer ‘rectangle 1' 


now scale graph remains open 
while add other changes, and 
can synchronise all your changes 
precisely, using graph timeline 
and points 


to synchronize changes, click on 
icon LHS * Seale", so now 


scale ` graph remains visible 
while doing ‘rotation’ stuff, so can 
time changes perfectly 


Click on the icon to the left of ‘Scale’ so ‘Scale’ Speed Graph remains visible while you rotate your objects in the 
Preview 


click on ‘graph editor icon to 
hide/show graph editor 


clickt+drag to 
\ change curves Le clickon BRHC icon to R of 
speed oftransform _‘eye' icon and select ‘Edit 
Speed Graph’ option 


Time Warp EFFECT 


EFfect > Time > Timewarp... in the fx Panel you will see that 'fx Timewarp' offers THREE DIFFERENT METHODS...Whole 
Frames, Frame Mix, and Pixel Motion. Whole Frames duplicates frames, and the result can be jumpy. Frame Mix takes 
two frames, and from them synthesizes (blends) a third, so this can be smoother. Pixel Motion attempts to generate 
totally new frames. Decrease the value for 'Vector Detail' (e.g from default '20' to '5') if get artefacts, as the result may 
be more motion blur, but the image will be more natural looking. (under 'Tuning’)...Use the 'Speed' value to slow down or 
speed up footage filmed at the playback rate (rather than when you filmed at 60 fps intending to slow down to 30fps to 
get same sort of effect)... 


Peephole — Fisheye effect 


v hect Co 
Magrety 


JD Cerone 
Awd 

Biur A Sharpen 
Crannet 
CNEMA 40 
Colar Correction 


Ligaren Corarohs 
Core: ste 

keying 

Mates 

Nowe & Cran 
Otsolete 

aalas] 

Perspect 

RE Vaen Aug-im 
Red Cart 

Red Cant Cor Suite 
Red Ciset LUT Buddy 
Red Ciare Maffre 
Garya on 

Stylize 

Sprtmet< Aperture 
Text 

Time 

Transeon 

Trapcode 

Utility 


v,rrrrerrrerrerrre rere eee ee eee eee 


Barer Warp 
howe 

CC tend h 

CC Bender 

CC Bobdylize 
CC tle Menor 
OC Crider 

OC lem 

cx Page Turn 
CC Power Pie 
CC Rippe Pulse 
CC Sart 

CK Smear 

CC Spit 

CC Sete 2? 

CC Titer 
Corner Pa 
Oetal-preserving Uniwcale 
Daglatement Map 
Set 

Vays 

Ven Warp 
Vares 

Oret 


Pow Coordinates 
Bevrape 

hoo 

Bonang Shume: Repair 
imes 

Sonn re 

Tramiore 
Tercera Daplace 
Ter 

Aro 

Wo Stabiirer VTX 
Reve Wa'p 


‘Optics Compensation’ Effects to fake ‘Ye Olde Television Screen’ or ‘Peephole’ or even make 
a flat earth look like a sphere, like NASA and Google always do 


‘Effect’ > 'Distort' > ‘Optics Compensation’ " 
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is 'Effects' ='Distort >'Optics Compensation’ 


ChBCK" reverse lens distortion’ to bendthe edges towards 
observer, gives great 3-D feel to graphics 


Warp Mablizer VIX 
Are Warp 


Or ‘bend’ the screen so the center is further from the viewer than the edges, for a 3D ‘feel’ 


TIME 


Alt+Click on 'Source Text' in layer to open expressions for it in timeline...replace default with number e.g 50...and word 
50 appears in preview...and now if change to 50*3, that number will change as you move CTI right, with huge long 
decimal places...so increases from 50 up to 150 over duration of clip, so can have numbers changing as clip progress, in 
HUD etc... now an example: replace default expression for 'Rotation' for a layer, with time*25, and scrub CTI forward and 
will see object rotating at a rate of 25 times over the duration of the clip...so can PRECISELY calibrate rotations of 
different layers relative to each other...and then use 'index' as before, to offset rotations of copies, and reverse them | 
guess, much quicker than using conventional keyframing... 


VALUE AT TIME 


select multiple layers...open expression,change it...then to apply it to another layer, pickwhip the 2nd last icon under 
red numbers to the SAME property in another layer e.g from 'Scale' in one layer to 'Scale' (actual word) in the other 
layer...now the 'Scale' of the second layer will have the same expressions, rotation...so can ensure two or more layers 
rotate exactly the same way...and you will see that the simple ‘transform scale’ default, has more info added to it, 
referring to the layer pickwhipped to it...but what interest us is the ('1') number (in brackets and '' ) of the layer in the 
expression, which defines the 'child' as 'parented' ...replace '1' i.e '1' inside the brackets, with index-1 so now INSTEAD of 
('1') it reads (index-1) and then add to END of expression .valueAtTime(time-.15), and THESE changes combined will offset 
the 'Scale' in example used, by that value .15, and by changing that value e.g .15 to .25, you change the delay in the items 
scaling / speed of scaling, in the layer below...so when you duplicate this layer, and AE adds it ABOVE the original, and 
thus -1 in terms of layering numbers, it will automatically be offset by this amount...and if scaling from zero, it means the 
layer will 'manifest' a bit later than the previous layer...and so all layers you duplicate will automatically be offset by this 
amount...and appear in a series, one after the other... 


RHMC on 'Scale' clock to open options, and choose 'Copy Expression Only' to paste any expression from any layer onto 
any other layer, by selecting layers, and hitting 'Ctrl+V' to 'paste' the expressions onto one or more layer/s, at the same 
time (if selected multiple layers with Ctrl+Click or Shift+Clicking several layers before pasting)... 


THE KEY TO CUBES IS UNDERSTANDING HOW ‘SNAPPING’ WORKS 


FINALLY WORKING CUBE 

This is example of how a GOOD lesson works...by explaining the things experienced users no longer even think about, 
and thus FAIL to explain to us...this short video made it clear what problem was!!! 

It makes HUGE difference where position MOUSE...MUST POSITION MOUSE CLOSE TO EDGE YOU WANT TO SNAP TO 
OTHER LAYER, AND CLOSE TO CONTROL POINT YOU WANT IT TO SNAP TO...Can hold 'Ctrl' to activate snap, rather than 


use top 'Snapping' toggle...use 'Custom View 1' and always rotate 90 degrees to get first two edges, then duplicate and 
drag and use snap for opposite sides... USE X AND Y ROTATION VALUES AND CTRL TO SNAP, KEEPING MOUSE CLOSE TO 
EDGE AND CONTROL POINT YOU WANT TO SNAP TO...CREATE QUICK CAMERA AND NULL AND PARENT NULL TO CAMERA 
I.E DRAG CAMERA PICKWHIP TO NULL LAYER, OR USE 'PARENT' MASK AND CHOOSE 'NULL 1' FOR CAMERA...MAKE ALL 
LAYERS 3-D...THEN USE 'Y'+CLICK+DRAG TO POSITION NULL RED SQUARE/RGB ARROWS IN MIDDLE OF FRONT SIDE OF 
CUBE, IN 'ACTIVE' VIEW...NOW CAN USE NULL OBJECT 'X ROTATION AND Y ROTATION TO ROTATE CUBE AROUND THIS 
AXIS... so hold shape from corner and drag it, and look for 'double squares' appearing at current control point, indicating 
THIS is control point that will 'snap', then drag it to appropriate control point of layer want it to snap TO...N.B SIDES HAVE 
Y ROTATION OF 90 FROM ORIGINAL, AND TOP HAS Y ROTATION OF 0 (AFTER COPYING) AND X ROTATION OF 90...seems 
to work without camera also...just using Null Object layer...n.b can select all layers to be parented, and use 'Parent and 
Link' mask, change one layer to 'Null 1 and all will be changed...parented to Null 1... 


In More Detail: 

start with empty project, black background, with master 3-D activated, then add a New > Null Object layer and enable 
3-D for it, then and a New > Camera ... and in 'Camera Settings’ dialog, TRHC under 'Name'’, click on 'Preset' Mask and 
change default 'Custom' to 50mm...(N.B there is NO 3-D box for it, but change 'Active Camera’ to 'Custom View 1' etc to 
see where the camera is now located, vis a vis your null object (red square in middle of preview)...... Then add New > 
Light to open ‘Light Settings’ dialog...Change Light Type to 'Point', change Shadow Darkness to 50...click 'OK'...So see RGB 
arrows out of ‘shining sun’ icon appear near null object, in direction of camera...Then drag pickwhip from Light to 
Camera...then select 'Light' and hit 'P' to open ‘Position’ and change Position values of 'Light' layer to '0.0,0.0,0.0' by 
clicking on each value in turn, and hitting '0' to change it ...Now add a Text layer, and add your text to it...enable 3-D for 
text layer and see it projected against the 'screen' opposite the ‘camera’, and parallel to it and the anchor point red 
square.... 'Y'+Click+Drag to move anchor point, (??? WITH SNAPPING ENABLED TOP AE AS THIS Ctrl+Y¥+Click+Drag to 'snap' 
anchor point to one of the control points (red squares) DOES NOT WORK, BUT Y+CLICK+DRAG WITH 'SNAPPING' ENABLED 
DOES WORK!! around edge of text...Set 'Scale' to '0' at first frame, and click clock icon to set keyframe, and so that when 
move CTI 20 frames forward, and change 'Scale' value to 100, it adds keyframe for that...so now text scales up from 
nothing to full size over 10 frames... (Zoom in using the very topmost 'loop' blue handles i.e drag RHS blue handle left, to 
zoom in or use 'slider' at Bottom timeline, RHS of 'Toggle Switches / Modes' ...drag slider right until zoom in in time, and 
scale changes from 'seconds' to 'frames', then place CTI at 20f position, then drag blue handle back right, until keyframes 
come back into view, and drag them to the CTI)... Change view from Custom View 1 to 'top' and see if object right on top 
of text or not... if it is, move it 'ahead' a bit i.e 'down' in this view, so they are separated... THEN Ctrl+D to duplicate Text 
layer..change view back to 'Custom View 1'...now drag out duplicate text layer using red until it 'snaps' to original, side by 
side i.e TEXTTEXT...in my case logo textlogo text ...Now with top/duplicate layer selected, hit 'W'+Shift to rotate it along 
the shared edge by 90 degrees...??? NOPE...but if open 'Transform' > 'Y Rotation’ and change value to 90, get the 'corner' 
text desired, change in increments of 90 to re-position as in video, at 270 degrees to original... THEN select both original 
and duplicate layer, and drag their pickwhips to 'Null Object' to parent them to Null object, so can now transform both 
together, using Null Object... THEN change View back to 'Top’'....Select both text layers, and note the 'control point red 
squares, and the short horizontal Null Object ... which we want to be parallel to the horizontal text line, and 90 to the 
vertical text line, and basically form part of a square with the two text lines... THEN go back to ‘Active Camera’...where we 
see first layer face on, and to left the duplicate angled off thte last letter at 270 degrees...so side view of it 
presented...THEN 'U' to open keyframes of both layers, and highlight keyframes and hit F9 to 'Easy Ease' them so when 
you now click on the 'Graph' you see curves with control points with handles extending out either end, so you can 'shape' 
the 'bezier' graph, so it is very steep at first, peaks, then gradually falls bask, to add more interest to the animation...N.B 
select layers, hit 'U' to open keyframes then DE-select layers, so can highlight all at once without moving anything didn't 
intend...| don't get a graph when | do this, maybe laptop can't handle?...NOW go to uppermost Text duplicate and drag 
keyframes so it starts animating AT the same point the first text layer completes its scaling up...Null object...click on clock 
icon for 'Position' and ‘Orientation’ and move CTI to where text layer two begins and text layer one ends, adding a 
keyframe at that point, so the Null 1 orientation/position (and thus camera movement) only begins after original text 
layer has scaled up to full size... THEN move CTI to last keyframe of duplicate/upper text layer, and rotate the text/camera 
using 'Orientation' 2nd value...at about 44 you get a 'corner' facing the viewer... NOTE THAT IF LAST LETTER DIFFERENT 
TO FIRST LETTER , E.G MY TROONATNOOR T STARTS IN MIDDLE OF TROONATNOOR R...SO HAVE OT WORK OUT HOW TO 
"SEPARATE' THEM A LITTLE AND MOVE SECOND T FORWARDS... The 1st value of ‘Orientation’ lets you fly OVER the logo, 
and look down from above, where it becomes a thin 'V' as you fly directly above it...e.g at value of 65...and 3rd value 
rotates logo around first text layer, so at 87 you get an 'L' with first layer visible, and duplicate layer appearing to be flat 
on the 'floor'and written from R to L, upside down...then use 3rd value of 'Position' so logo moves towards viewer i.e gets 
closer as rotates... [I WENT INTO DUPLICATE TEXT LAYER AND USED 'POSITION' VALUES TO MOVE T SO IT DIDN'T CUT 
THROUGH R ANY MORE...SEEMS TO WORK] ...go to first 'Position' keyframe and increase 3rd value to positive, to make 
smaller, so the 'zoom in' is more dramatic’ n.b negative values zoom IN and positive values zoom OUT...Easy Ease with 
F9... ??? Duplicate, Hit 'W'??? doesn't seem to do anything with my AE??? and with cursor over red arrow drag mouse 
RIGHT or LEFT to fold out copy like drawbridge...then hit 'Shift' to get it 90 degrees...OR USE FIRST VALUE OF 
‘ORIENTATION' TO FOLD COPY OUT LIKE DRAWBRIDGE... USE 'Y'+CLICK+DRAG TO REPOSITION ANCHOR POINT OF COPY 


ON BOTTOM OF T, THEN WITH MOUSE CURSOR OVER 'X', DRAG MOUSE RIGHT AND LEFT AND UP AND DOWN UNTIL 
COPY UNFOLDS AS DESIRE... ??? hold CTRL to snap copy to points? ...use 'X Rotation’ in 'Transform' to do more precisely 
using values, and to animate e.g leave logo ‘flapping in the wind’ after ‘falling’ open, then re-close... 


MHR MOVE ANCHOR WITH 'Y+CLICK+DRAG' TO TOP OF LOGO, TO ROTATE X ABOUT TOP, SO FORM 'TOP' OF A CUBE 
MADE FROM LOGO...RENAME DRAWBRIGDGE 2 T1 ETC...SO CAN THEN ROTATE THE LOGO AS A 3-D RECTANGLE... N.B 
MUST HIT 'W' BEFORE Y+SHIFT+DRAG ANCHOR OTHERWISE MONKEY BUSINESS WTF NO IDEA...SO HIT 'W' FIRST... USE 
NULL OBJECT ONCE HAVE SET UP CAMERA, RATHER THAN CAMERA, AS CAMERA CAN GET REALLY CONFUSING, WHEREAS 
NULL OBJECT EASY TO WORK WITH... 


SSR isometric cubes etc 
SCALE SKEW (SHEER) ROTATE METHOD FOR BUILDING ISOMETRIC (3-D LOOKING) CUBE (FROM HEXAGON) 


SR Scale Skew Rotate method for building what LOOKS like a 3-D 'cube' i.e an ISOMETRIC cube shape...2-D that 
appears 3-D... 


Double click on rectangle icon, to fill screen with rectangle, and add a new layer 'Shape Layer 1', click on the LHS down 
angle to show 'Content's, click on down angle LHS 'Contents' to reveal 'Rectangle Path 1' with it's 'Size' and click on 'chain' 
icon to unlock it', and change 'Size' to 300 by 300 etc...so have square in center of preview...then Click on down angle for 
‘Transform: Rectangle 1' AND voila, below you will see 'Transform: Rectangle 1' with the Scale, Skew, and Rotation 
properties we need for SSR...Scale Skew Rotation... NOW luckily someone ELSE has done the Math, all WE need to know 
is to click on the 'chain' icon to unlock the SCALE values, then change the SECOND 'Scale' value to 86.602 ... THEN change 
the 'Skew' value to '30'... THEN change the 'Rotate' value to '30' (so reads O x 30)... NOW LABEL THIS LAYER 'TOP' 
suggesting ‘it is the 'top' of a 'box'... Ctrl+D to duplicate this layer, so 'Top 2' appears ABOVE original layer... ON THIS 
LAYER TOP 2, hit 'U''U' on keyboard, to open up every property we changed when we made the original layer, and make 
a few changes...change ‘Rotation’ from +30 to -30...then 'grab' the layer and move it to form the right wall of the 
cube...with 'Snapping' on should see a thin line before release mouse, but that line disappears when release, leaving you 
with 'top' and 'right side’ of a cube...select it and change the 'Fill' color by clicking on the 'Fill' color box...Ctrl+D to 
Duplicate 'Top 2'...so now ‘Top 3' appears above it [AND CAN NOW USE 'LAYER' > 'TRANSFORM' > 'FLIP HORIZONTALLY TO 
PLACE THIS COPY IN PERFECT POSITION TO BECOME THE THIRD WALL] ...hit 'U' twice to open properties, then change 
‘Rotation’ from -30 to +30 and 'Skew' to -30, (N.B that in mine | have to go BACK to 'Rotation' because it returns to '0', and 
once more change it to '30' )then re-position copy as left wall of cube... WE NOW HAVE A 200 RADIUS 
HEXAGON...'BUMP' LAYERS A TINY BIT TO GET RID OF ANY 'PIXEL TEAR' ON EDGES...OR ADD A STROKE TO THE SQUARES... 
[just revised/updated this and it works fine, takes seconds to do!) 


Now add some detail to the 'top’...just Duplicate 'Top' and 'Scale' it down a bit...and change its 'Fill' color...Now click 
on 'Content's to select it, and double click on 'Ellipse' icon to add elipse INSIDE the same layer...Click on Contents > Ellipse 
1 > Ellipse Path 1 > unchain 'Size' and change values to 200, 200 so now have a circle...can change stroke and fill colors 
etc...use 'Fill' at top AE after clicking on Ellipse 1 > Ellipse Path 1 > Fill 1, to remove fill, and just have a colored ring e.g 
‘track’, then change Ellipse 1 > Stroke 1 color using color box... AGAIN click on 'Contents' to make sure it is selected, and 
again dbl click on ‘Ellipse’ icon to add ellipse INSIDE the same layer, then re-size it etc to make it into a small colored dot 
that we can then send 'running around' the 'track' we just drew...AE will add ‘Ellipse 2' inside the same layer, click on 
‘Ellipse 2' > ‘Ellipse Path 1' so we are now able to change the 'Size' of this second ellipse, into a small ball...15 x 15 ... THEN 
use the 'Position' second value to move the ball UP so it sits 'inside' the 'track' we just drew (0.0,-97 in our example)and 
again, still in Ellipse 2, change the 'Stroke 1' and/or Fill 1 if we want... NOW use 'Ellipse 2' > Transform Ellipse 2' and use 
‘Rotation’ to animate ball so it moves around the track... 


Hmmm...| have 'Rectangle' in ‘Group 1' and other two shapes in same layer, NOT in Group 1, and it works...for now!?? 


??? does not work for me??? 

Add a shape WITHIN a layer, THEN drag it into the group, and it will take on ALL the properties of that group...so if you 
duplicate a layer, re-size it longer, drag it into a new Group, then 'Skew' that GROUP, anything you drag into that group 
later, to add to that 'wall' will ALSO be skewed etc i.e will match the wall automatically, as soon as you drag it into the 
group... then duplicate R wall, and simply use 'Layer' > 'Transform' > 'Flip horizontally’ to make it third wall, rather than all 
the complicated stuff we had to do the first time (he mentions this 'easier' way much later in vlog)... 


Set Matte (for isometric shapes etc) 


NO SET MATTE SET MATTE 


LAYER>TRANSFORM>FLIP HORIZONTAL / FLIP VERTICAL IS SIMPLEST WAY TO CHANGE 
DUPLICATE 


USING 'GROUPS' I.E LAYER > 'Add' > Group (Empty) 


Use 'Add' > 'Group (Empty)' then move stuff into that 'Group' to add details to the layers i.e put animations on the 
walls, so these are given all the same properties as the layer...??? so the guy says...but don't work for me??? 


TIP: use 'Repeater' to make lots of 'windows' and ‘floors’ etc on a ‘wall’ 


THAT 'RASTERIZE' IS 'CONTINOUSLY RASTERIZE' FOR VECTOR LAYERS AND 'COLLAPSE 
TRANSFORMATIONS' FOR COMP LAYER!!! 
3-D LOOK USING DROP SHADOWS OR REPEATER 


shape layers...Add...Group..use 'Add' to add an Empty group, then select all the shapes and drag them into this group, 
so they are now 'Group 1'...... Duplicate layer or group???...add repeater to bottom group...increase copies then bring X 
down to -1 and Y to -1...change top layer fill color a bit darker...now increase number of copies, to add the depth...can 
animate so it grows deeper etc...create shapes 


effect > perspective > drop shadow...direction -45, distance 1, effect > expression control > color control ... effect > 
expression control > angle control, bring both above drop shadow... Alt+Click clock for 'Shadow color' so values turn red, 
and below red values, there is a pickwhip for 'Expression: Color'and THIS is pickwhip to Drag from 'Shadow color' in layers 
LHS up to 'Color' under 'Color Control’ in effects panel TLHS... then Alt+click on clock for 'Drop Shadow'> 'Direction' so its 
values turn red, and 'Expression:Direction' pickwhip appears, and THIS pickwhip drag from layers LHS 'Drop Shadow' up to 
effect panel TLHS Angle Control 'Angle'...change color both in panel, then angle back to -45 ... then Ctrl+D the 'Drop 
Shadow' many times... 


Stand-up sketch 


Stand-up...low calorie restaurant menu items? who'd a thunk it, except a person who loves to go out to dinner, but 
doesn't like to eat much / wants to stay slim !! and who was it had the brilliant idea that people would pay to have a 
perfectly good picture cut up into tiny pieces, just so THEY, could put it back together again? what diabolical mind 
stumbled upon the idea of ‘jigsaw puzzles’? Is it an echo of the original decision to 'lose' consciousness and pure 
knowledge, so we could spend out time ‘putting the pieces back together again' as a challenge / pastime / occupation / 
vocation / challenge / experience? 


Trim Paths explained 


TIP TO SELF: DARK BLUE IS WORST COLOR TO CHOSE FOR DRAWING, AS AE USES BLUE TO TRACE OUT PATHS, AND SO 
YOU CAN'T SEE WHAT YOU ARE DOING MOST OF THE TIME...SO DO NOT USE DARK BLUE AS LINE COLOR...or if have done, 
add a 'Stroke' and change the color and width to green etc, so can see what doing, then later go back to 'Stroke' and 
change color to dark blue, if that is what you want in final comp...change the 'Stroke' on one layer, then Ctrl+C on 'Stroke' 
and then simply select other layers and Ctrl+V to add that stroke to them...to change all layer lines from blue to green 
etc... 


N.B to make sky 'flashes' with midnight blue night sky, add layer of my fave teal bright light blue, and flash opacity O 
25 0 etc with 'toggle hold' on all, so all sudden changes i.e introduction of this layer ABOVE midnight blue layer... 


To DRAW curved line, click on 'pen' tool, click one point in preview panel,and AE will join two points with line, and add 
a 'Shape Layer' to timeline... if you click anywhere off preview, be sure to once more SELECT Shape Layer layer before 
clicking pen again on preview, or AE will keep adding new ‘Shape layers' each time you click on preview WITHOUT having 
selected an existing layer... 


Now to CURVE that line, click the 'pen' tool on the line where you want the curve to be, to add a point to the 
line...then drag this point around until you get the curve you want...you can drag the end points out longer too, by 
click+drag on them..until you have the line you want...add as many points to this line and as many curves as you like... 
then click on 'selector' tool (pointer icon) to change tools, so you don't accidentally add / change the points ... if you do, 
just hit Ctrl+Z to 'Undo' the last step, then click on the ‘selector’ tool...with 'Selector' tool you can ‘transform’ the line 
using the box points... if you don't want to 'transform' the line using these box points, click the 'selector' tool somewhere 
else, so boxes dissappear from around line...now you can animate the line in the 'Shape Layer’... 


Click on 'Shape layer’ to select it, then click on the LHS 'Shape Layer' layer arrow to open up 'Contents' and 'Transform' 
options ...Click on the arrow to LHS of 'Contents' to open 'Contents' and show the 'Add' triangle...click on this ‘Add’ 
triangle to open up the 'Add' options, which include 'Trim Paths’, and click on 'Trim Path 1', to open up the 'Trim Paths' 
Options...then click on 'Trim Paths 1' for the shape e.g Shape Layer 1 > Trim Paths 1...to open up the ‘Start’ and 'End' 
keyframes... 


The first exercise is to have a line appear to draw itself on the screen, from left to right...so ensure CTI is at O seconds. 
click on the stopwatch for 'End' and now any changes you make to these values, at the current CTI position, will be 
‘saved' as keyframes...and programmed for you...Change the value for 'End' at O seconds to 0%. Note that a new blue 
keyframe has been added at this point in the timeline. Now Click+drag CTI to point in time you want the line to finish 
drawing itself by, say 3 seconds. Change the 'End' value to 100%...Note that a new blue keyframe diamond has been 
added at this point...'Scrub' back to O seconds and scrub forwards again, or use the 'play' transport controls, to watch 
your line draw itself... 


Second exercise is to have the line draw itself from right to left...this time use 'Start', click on its stopwatch so it is lit 
up blue... move CTI to where want line to start drawing from e.g 3 seconds, and change 'Start' value to '0%', AE adds a 
keyframe...then move CTI back to 0 seconds, where want line to stop drawing itself, and be complete, and change ‘Start’ 
value to '100%'...scrub and watch the line ‘draw itself' from right to left this time. 


Now to come to grips with what 'End' and 'Start' mean in 'Trim Paths' context, we'll have a small section of the line 
appear to move along the line, from Left to Right...So first set 'End' values to O seconds 0% and 3 seconds 100%, as in our 
first excercise. Now click on the 'Start' stopwatch and move the CTI just a few frames ahead of the first 'End' keyframe. 
Lets say we want a short line that is about 10% of the lenght of the total line length, moving along the path our original, 
complete, line, forms. So we set the 'Start' value at '10%', and see that a short line now appears. Now move the CTI to the 
last keyframe for 'End' where we want the line to stop moving. Change the 'Start' value to 90%. In this example the short 
line is moving along the path defined by the orignal complete line. 


In the fourth exercise we will have the 'tail' 'eat' the line, at the end. We first move the last 'End' Keyframe a few 
frames ahead of the last 'Start' keyframe, in the timeline. then click on the blue diamond (best to click+drag CTI to this 
point in timeline, and draw a selection box around the keyframe you want to CHANGE the value of, to avoid accidentally 
adding new keyframes when think are changing existing keyframe, adding to confusion) and change the value of the last 
'End' Keyframe to 100%. 


Now can add as many 'Paths' as want to the one Shape Layer...but using 'Add' again, and choosing 'Path' this 
time...draw a new path, and the original Trim Path you programmed will 'play' along those paths too...can add as many as 
like to a single Shape layer... 


You can duplicate a shape layer, then open it, select 'Shape 1' and hit 'delete' to delete that shape, then use 'pen' tool 
to draw a new short line, and the Trim Path will now apply to this NEW shape in the duplicate layer... NOW REMEMBER 
TO CLICK ON LAYER NAME EACH TIME FINISH NEW SHORT LINE, TO SELECT THAT LAYER AGAIN, BEFORE DRAWING 
ANOTHER SHORT LINE SHAPE...IF YOU FORGET TO CLICK ON THE LAYER EACH TIME, AE WILL ADD A NEW LAYER EACH 
TIME... 


| duplicated T logo, removed the Trim Path from copy, changed 'Dashes' to make railway tracks, then solo'd original 
and this copy, changed original color, so now have blue squares moveing along green tracks that spell out T logo... 


Drag the CTI to 'scrub' the animation...notice the values 'Start' and 'End' change (lit up blue)...note that you can double 
click on the values to write exact values in the mask, rather than using the slider, which can be clumsy and frustrating... 


so is this true? 

Trim Path 'End' places END of any line at particular point in timeline...with 0% being ACTUAL start of line, and 100% 
being end of line 

Trim Path 'Start' placed START of any line at particular point in timeline...with 0% being at ACTUAL start of line, 100% 
actual end of line.then click OUTSIDE the preview, and the line will be done... 


Use 'stroke' 'width' to make things 'dissappear' into self i.e line becomes thinner and thinner till 0, so looks like 
‘explosion’ or 'popping balloon’ if use circle that expands, then stroke that thins out to nothing at end of expansion...start 
with value of around 6, hold it until balloon close to as big as you are going to make it, then add keyframe at 6 again, and 
move CTI to maximum scale keyframe, and change it to '0', so line vanishes just as balloon reaches maximum scale / 
expansion... shorten layer to length of expansion/pop...then duplicate many times, and drag copies to different positions, 
then drag their timelines so they are ‘offset' and start and finnish at different times, so get a screen full of exploding 
balloons appearing, popping, gone... 


with single line repeater... Transform: Shape 1 , second value for 'Position'...adjusts lenght of rays/spokes...but move 
around screen using 'Transform' 'Position', and scale here too...but will NOT Rotate around center using rotate here... 


with 'Dashes' have to hit '+' symbol once to open 'Dash' to change number of dashes then hit '+' again to open 'Gap' so 
can set distance between each dash !!! copy exploding ring, and add 'dashes' then make it thicker like teeth on gears, 
then will look like really exploding, when small, and fast changes at end i.e can keyframe a bit AFTER line vanishes, so 
extends a bit longer, and at this point the teeth 'expand out' fast before THEY vanish... 


CUBE instructions result in different behaviour or AE every time, and NEVER collapse 
correctly in normal view etc i.e either laptop can’t handle it, or torrent buggy, or instructions fail 
to explain something key to whole process (typical of clever people who can DO but don’t 
realise TEACHING is different to DO-ing!) 


EACH TIME FOLLOW SAME INSTRUCTIONS MY AE ACTS DIFFERENTLY SO FORGET CUBES FOR NOW 


Dbl Click on rectangle shape, open Contents >Rectangle 1 > Rectangle Path 1 to open 'Size' and unchain and set to 
300,300...then click on MASTER 3-D icon (to enable 3-D for Comp) then square below 3-D icon in layers LHS (to enable 3-D 
for this layer) ... then with layer selected click on Rectangle tool twice...if adds layer instead of mask, then undo, and 
CLICK ON RECTANGLE TOOL ONCE, UNTIL THTE BLUE STAR AND 'MASK' ICONS APPEAR lhs OF 'FILL', AND CLICK ON THE 
RHS 'MASK' ICON (JUST TO LHS OF 'FILL') SO IT IS LIT UP BLUE, AND NOW DBL CLICKING ON RECTANGLE ICON WILL 
PRODUCE A MASK THE SAME DIMENSIONS AS THE LAYER I.E 300 X 300...NOPE...IT IS HUGE MASK...I have to transform it 
myself...no fucking idea...great jazzy presentation just assumes so much doesn't bother explaining, typical great 'doer' 
and crap ‘teacher’... THEN go to 'Effects and Presets' search mask and type in 'Stroke' and drag this effect onto layer...or 
RHMC > Effect > Generate > Stroke...in Effect Panel, go down to bottom of 'Stroke' effect, and change ‘Paint Style’ from 
default 'On Original Image' to 'On Transparent’... NOW CLICK ON THAT 'RASTERIZE/COLLAPSE TRANSFORMATIONS' ICON 
(SECOND FROM LEFT LOOKS LIKE STAR SHINING)...TO SEE IF WORKS, INCREASE 'BRUSH SIZE’ IN 'STROKE' EFFECT PANEL, 
AND INCREASE 'Y Rotation’ in layer to about 70 ... without 'collapse' the sides are of different widths...with it, they are all 
the same...doesn't seem to make ANY Difference for me...so keep moving on and see what happens...Oh, and that 
‘Collapse Layers' only seems to activate with pre-comps, and SAYS something about 'Comps' Vs Layers !!!??? Turn on 
Snapping’ by checking box top AE...change 'Active Camera’ BRHC Preview from default to ‘Custom View 1', which puts 
square in 'isometric' position... NOW WHEN | DUPLICATE MY SHAPE, THE SHAPE IS A DIFFERENT SIZE..FUCKED UP...so red-, 
and ONLY change Y Rotation to 90, then use handles...to drag into position...it seems touching shape somewhere not 
perfectly ON a handle, re-sizes it i.e like dragging out points/sides...???NOPE...still wrong sizes...but let's keep going and 
see what happens?... now Pre-compose the 4 sides...YEP, and again mine fucked up and does NOT look like neat image in 
video...but actually 3 different squares, BUT AT LEAST THE 'COLLAPSE ALL TRANSFORMATIONS WORKS THIS TIME AND 
RETURNS IT TO 'CUBE' THAT IS CLEARLY NOT RIGHT!!! which returning to default ‘Active View' proves... NAH, THEY ALL 
MISS OUT SOMETHING, THAT THEY USE BY DEFAULT / WITHOUT THINKING, OR MY LAPTOP CAN'T HANDLE THIS...SO 
LEAVE IT FOR NOW...ISOMETRIC CUBES WITH 3 SIDES WERE FINE, BUT DON'T ALLOW ROTATION | DON'T THINK, UNLESS 
SOME CAMERA TRICK ALLOWS THAT 


that 'rasterize' box seems to be 'Collapse transformations'...you need to check it, after pre-composing the sides of the 
square, to see 3-D image of cube, in normal view, then can rotate it... 


Problem might be have to turn snapping OFF first, then on AFTER have changed back to 'Custom View 1' i.e keep it 
OFF when using normal view... seems if drag 3 pointer arrows start point, this should act as 'rotation' point when 
‘unfolding’ copy to become next side...remember to click on layer, then Ctrl+D, then 'drag out' the copy with the blue Z 
arrow...in vlog everything 'snaps' into place, and the ‘anchor' point described i.e drag origin of all 3 arrows to one 
side/edge of square, THEN can 'Y Rotate’ it 90 degrees precisely? 


when working with, once have first square, click on it to select it, and Ctrl+D and use the blue arrow to pull the copy 
away from the original...it will move in a straight line...the vlogger manages to then Ctrl+D and simply 'open' the next 
copy up and away, like a door on a hinge, with the hinge being the original copy, and simply to ‘open’ that 'door' up until 
it becomes a floor/ceiling, and to then Ctrl+D this new shape, in position, down to become the opposite floor/ceiling/wall 
of the cube...but doesn't seem to work for me ??? 


Make composition background white... MAKE SURE 'ACTIVE CAMERA' IS SET TO 'ACTIVE CAMERA’ DEFAULT...RHMC in 
layers LHS and chose 'New' > 'Solid' and in ‘Solid Settings' dialog that pops up, change 'Width' to 300 px and ‘Height to 
300 px, and 'Color' to black.......... click on square in preview to hightlight it, then Dbl Click on 'rectangle' icon, to add a 
mask to this square...RHMC on layer and choose 'Effect' > 'Generate' > 'Stroke' to add Stroke to mask...set Color to black, 
Brush Size to 30, and ‘Paint Style’ to 'On Transparent'...so now have black outline of square...Click on master 3-D so it 
glows blue, then check the box under this icon, in the 'Solid' layer, so we have 3-D for this layer...Change Y Rotation value 
to +70 so looking at shape from side on... now in video they checked 'Rasterize’, but if | do this | get solid shape with 
fill...and | don't see any difference in width of lines...so leave that off for now...Now reset Y Rotation back to 0, so just see 
front on view....turn on ‘Snapping’ by clicking on empty box LHS of 'Snapping' top middle of AE screen......click on BRHC 
‘active Camera View' and choose 'Custom View 1' from list... set Y rotation back to 0 and it will LOOK skew-if, thanks to 
the 'Custom View 1' new Camera Angles...Now build cube from THIS shape...Duplicate shape, and )ON COPY, drag RED 
arrow back so the GREEN arrow lines up with the LEFT side of the square...Now Pre-compose all four sides into one pre- 
comp...activate 3-D for the new pre-comp...then check the 'Rasterize' box, which vid calls 'Collapse 
Transformations'...change 'Custom View 1' back to ‘Active Camera’ (default)...Adjust Y rotation till Cube form comes back 
into view... 


To get TEXT to follow a ‘Path’ 


Select text layer, then draw a path with ‘pen’ tool which appears as ‘Mask 1’ in that Text Layer, then go into ‘Text’ 
‘Path Options’ and change default for ‘Path’ from ‘None’ to ‘Mask 1’ ??? but does not MOVE as such ??? so WTF does 
‘follow’ mean? 


Changing Text to ‘All Caps’ 


Character 


Select the Text by clicking on the Text Layer or ‘Click+Drag’ over Text in PREVIEW , then open the ‘Character’ Panel RHS 
and ‘Click’ on the ‘TT’ icon as shown, and the selected text will be ‘Capitalised’ i.e all the characters will be Capital 
letters 


Making frames for HUDS so looks like ‘transparent’ screens or holograms 


THE SAME PRINCIPLES WILL APPL YAS WITH TAKING AN EXISTING POLAROID OR PAINTING OUT OF ITS FRAME AND 
USING FRAME TO MAKE OTHER IMAGE LOOK LIKE POLAROID ETC.. 


Import image, drag into RGB 'new composition’ box? (why do they do this sometimes and not others? what am I not 
aware of? what are they not saying?) then it appears in layers...click on icon to change background to transparency / 
white+grey check pattern...draw a rectangle mask cover JUST the image inside the polaroid or frame...so at first frame 
dissappears, leaving only image NOW go to ‘Polaroid layer’ > Masks > and check box for 'Inverted' so now the image 
dissappears and ONLY the frame AROUND it is present...now make a white or black solid to place below the layer, so the 
‘inside’ of the polaroid frame now is white or black, as you want it i.e a 'blank' polaroid or canvas! (I had to resize this 
solid using Scale with chain clicked out, so can adjust X and Y values independently)... 


Now to place your image or video in that layer, so you can turn your polaroid (start as still frame i.e hold a frame for a 
few seconds, then let video play) into a video, as if an old polaroid was found, and we get to see when it was taken, what 
happened after shot...can have fun with TO DO THIS...IN PROJECT PANEL...select original polaroid composition just made, 
and Ctrl+D to copy it IN THE PROJECT PANEL...so NOW can drag this duplicate appears down into layers (I bet we could 
just fucking duplicate the layer but these guys always seems to find confusing ways to do things that add misery 
frustration but no value???) ... then drag the original polaroid from PROJECT PANEL down into the Duplicate Comp AE 
added when you duplicated the first comp this confusing way...try both ways and see if makes any difference! !!... now 
image or video appears in polaroid, and can resize etc... have to place NEW image BETWEEN background layer (resized to 
fit just inside frame) and the frame, like slipping a real photo into a frame with a colored back !!! 


But for HUD we’d use a ‘frame’ that looks like transparent plastic, or a glowing gas for hologrammic projection! 


3D Camera techniques 


Open 'Camera Settings' dialog. TLHC is 'Type:'. The only difference between One-Node Camera and Two-Node Camera 
is way they orient...one node orients around itself i.e moves around lens...Two node orients around a point of interest, 
basically meaning you will be ‘orbiting’ this 'point of interest'...which you can position anywhere in front of lens you 
want...you can change any time you wish... TRHC just below 'Name: Camera 1' is the 'Preset: ' mask...e.g 35mm...named 
according to ‘focal length'...which is noted BLHS under camera graphic...'Focal Length: ' and will match the 'Preset: ' value 
e.g 35mm... but this 'Preset: ' ALSO sets Film Size, Zoom, Angle of View, Focus Distance, and Aperture values i.e the 
‘Preset: ' determines the initial values of Film Size, Focal Length, Zoom, Angle of View, Focus Distance, and 
Aperture...FURTHER: the 15mm preset has a very WIDE Field of View...Vs the 80mm Preset with has a relatively narrow 
Field of View... 


UTILIZING 'View Layouts’ 


default is '1 View'...look along bottom of Preview Panel, and click on '1 View' to open up list of options... THEN have 
options of Front, Left, Right etc allowing tacking in X, Y, Z, BUT in CUSTOM VIEWS you can move camera around, so try 
and see...ACTIVE CAMERA tells AE to CUT TO HIGHEST CAMERA LAYER, and thus the camera, that the CTI is above...so to 
sequence 'CUT TO:' camera shots, layer them last shot highest, earliest shot lowest, and it will be like editing the footage 
from different cameras...so ‘camera follows action’ etc... 


CAMERA TOOLS 


Unified Camera Tool (Hit 'C' on keyboard) emulates / replicates camera controls found in popular 3D programs where 
3 button mouse used...LHMC 'Orbit', Center/Middle mouse Click/button 'Track XY', RHMC 'Track Z'... Alternative is to 
select 'Orbit Camera Tool’, 'Track XY Camera Tool’ and 'Track Z Camera Tool' separately using the top menu, accessed by 
RHMC on 'camera icon’, or 'scrolling through these options in that order, by hitting 'C' on keyboard...as you cycle through 
the different camera tools you will note that each has its own cursor icon...drag cursor/mouse up and down to 'Track Z' 
i.e zoom into and away from object...Using split preview screen with multiple views, you can see relationship between 
camera (cube with RGB arrows) and objects, and their background...and ‘point of interest' for two-node 
cameras...remember that from 'above' your objects are just straight lines (below the background straight line which will 
be the uppermost line on the preview), unless your graphics have 'solid shaped tops' with 'extension'...and the camera 
will reduce to a square at the tip of a triangle, with RGB arrows...Track Z will move the apex/tip of that triangle up and 


down the center line pointing directly at the 'point of interest', zooming in towards, and out away from, the objects, and 
thus appearing to grow smaller or larger, as it would if 'dollying' a real camera for a 'push-in' or 'pull-out', as you push and 
pull on the BLUE Z (Bluesy / Bluez) arrow...Track XY will move camera along RED arrow left and right OR along GREEN 
arrow up and down...Orbit will move the camera-cube along its own defined straight line... 


ANIMATING CAMERA MOVES (PROPERTIES) 
Basic Camera Tracking moves in AE 


4O» TRACK XY CAMERA TOOL 


The Position, X Rotation, Y Rotation, And Z Rotation, along with all the other 'properties' available to emulate the 
actions of real life cameras operated in real time by camera operators, can all be programmed using keyframes, just like a 
camera operator and ‘focus puller’ and ‘dolly operator’ and 'crane operator’ all working together to pull off the perfect 
adjustments of camera position, camera angle, zoom, orbit, push-in, pull-out, and pan, required to pull off those 
cinematic shots we love so much, and which most low budget films, for some reason, decide to 'do without’, and so look 
relatively lifeless and dull in comparison. Boring. Uninteresting. Cheap. Unattractive. Un-aesthetic. Lacking all 'glamour'. 
Color tinting and use of different playback speeds, along with such active camera choreography, will make YOUR project 
stand out and LOOK 'cinematic'. Glamorous. 'Hollywood'. 


Keyframes program the START and STOP of changes. So you need at least TWO to ‘animate’ anything. To program a 
CHANGE in its value. To program a CHANGE in what people see 'Mis En Scene’. On the Screen. And this requires a 
DURATION. An amount of time. For the changes to happen / occur / take place in. This is what TIME really is. The 
potential FOR change. Think of this anytime you consider the term 'time' and how it is used in the context of physics and 
Einsteins equations etc. When | say 'time does not exist' | mean INDEPENDENTLY as a SUBSTANCE. Like Space does not 
exist indepently, as a substance. It refers to DISTANCE BETWEEN things which offers them the potential for EXTENSION. 
Eternal duration requires ZERO time, as no change occurs. If you want EXPERIENCE you need CHANGE, so there is a 
CONTRAST to experience / sense / form-construct an impression of, and thus experience. 


TILT moves point of interest along a straight line defined by the layer, UP AND DOWN, VERTICALLY, with the camera 
pivoting on its axis, so the lens points in different directions, while the camera itself does NOT move from the spot i.e on 
stand, or camera operator remains standing on same spot 


PAN moves point of interest LEFT AND RIGHT, HORIZONTALLY, LATERALLY, along the object, again with camera 
pivoting on its axis, and the stand or camera operator remaining standing on the same spot 


PEDESTAL moves the actual cameral UP and DOWN, VERTICALLY, with the lens remaining PARALLEL with the object, 
so that the point of interest itself MOVES (gliding smoothly) up and down along the object/subject, so both the point of 
interest, and the object/subject (in the case of graphics the deepest/lowest layer) is always the SAME distance from the 
camera and lens...with camera usually fixed to a crane which elevates camera, or some other form of 'elevator' such as 


one affixed to a vertical pole...which we emulate using gimbal extensions etc 


DOLLY moves the camera LEFT and RIGHT, with the lens remaining PARALLEL with the object, so that the 
object/subject/ deepest layer AND point of interest is always the same distance from the camera and lens... the point of 
interest moves, ‘gliding smoothly’ along the subject/object...from left to right...with the camera IDEALLY attached to a 
‘Dolly on a track’, like a toy train, so the sideways movement is smooth and flowing, without any jumps or bumps... 


N.B that the greater the Z axis difference in layers, the move 'parallax' effect' you will get when you DOLLY left and 
right past your objects from left to right / front to back, using cameras...or when you PEDESTAL (push-pull GREEN arrow) 
a.k.a ‘fly over' your objects...where the background, the objects further AWAY from the viewer, appear to move FASTER 
than the objects / layers closer to the viewer, in the foreground ... which can sometimes be irritating with a HUD... BUT 
when you TRUCK a.k.a ‘push in' and move the camera along the Z axis TOWARDS the object, the foreground layers appear 
to move faster...both cinematic effects common to Hollywood blockbusters... as compared to standard ZOOM where you 
don't get such an exciting effect... 


9.30 mins...see video of these different ‘shots’ in AE 


'Wiggle' 


NOTE that idea of 'Polaroid' clip is to have lots of polaroids floating around main subject, then you 'zoom into' one, 
and it fills screen, with its OWN floating polaroids i.e so fly from scene to scene this way, seeing each new polaroid in 
turn, full scale...but | would use with video layer, so actually fly into 'actual scene that photo was taken during/at start 
of...for music video etc...but could add video AFTER fully flying into polaroid, to make editing easier i.e first fly INTO 
polaroid, THEN have it 'start' i.e the polaroid is just the first frame of the video...| think you can save snapshots in AE, 
otherwise just save screenshot of it, then import it back into AE... 

Find 'Turbulent Displace' in TRHC 'Effects & Presets’ Panel, and add to layer with actual video, that will be zoomed 
into, and played, as if 'entering' a polaroid moment in time and re-living it...showing 'rest' of that 'snapshot in time’...drag 
CTI to point where THIS CLIP starts (just as layer ABOVE it ends i.e end of zoom into polaroid)...and click on 'clock' icons 
for 'Amount' and 'Evolution' to add keyframes for them, and so AE will now save any changes you make after moving CTI 
as new keyframes...leave them at their default values of 50.0 and 0.0 respectively... NOW drag CTI forward a few frames, 
and change these values to 0 (Amount) and O x 360 (Evolution)...select last 'Evolution' keyframe and choose ‘Easy Ease In' 
or hit 'Shift+F9'...click on 'Graph' icon to open animation curve for 'Evolution’...drag first keyframe handle left, to get a 
curve that looks like the LHS of a 'U' i.e very steep drop down, then shallow curve at bottom...to get a 'HARD BUMP' right 
at the start of the transition from ‘Polaroid’ to 'Video clip'...Can now import any interesting texture, drag it ABOVE video 
clip in layers panel LHS, and reduce 'Opacity' so it just adds some interesting 'Overlay', which is what you change this 
texture layer's 'TrkMat' to...Add some 'Color Correction’ to add a tint as well, to add some 'cinematography' to the clip... 


MHR version 


Have camera moving around art gallery...from visitors P.O.V, looking from painting to painting...could be a cute girl or 
band member...something catches their eye...a pretty girl/guy in the painting is smiling at them, or winking, waving 
etc...no-one else seems to have noticed...they take a ‘double take’, and see it was NOT an illusion, then walk up to the 
painting, and the person in the painting reaches out and ‘pulls them into’ the scene’, and they NOW take on the same 
properties of the painting i.e LOOK like part of the painting, and start talking, kissing etc...later something happens in 
painting, they are ‘shocked’ and we zoom out to see they had fallen asleep on a bench, and it is closing time at the Art 
gallery, and they get up...it was all a daydream or dream !!! but as they pass by the painting on their way out, the girl/guy 
in the painting ‘wave’ or ‘wink’ at them AGAIN! As the security ‘usher’ them out, impatient to close up and get home... 


‘Simulation’ Effects 


Composiion Layer Ammaton View Window Help 


Etfect Controis "3 
1 NOME 


> 
> 
La 
. 
La 
> 
> 
b 
La 
> 
b 
. 
> 
. 
> 
> 
> 
> 
> 
> 
> 
> 


Heads Up Displays HUD effects 


if set 'Stroke' up top when draw circle, to '0', then 'Stroke Width' becomes length? so it seems, but if give Stroke at 
top, above preview panel a value over 0, width then becomes 'thickness' ? seems so !!! then use 'Transform: Ellipse 
'Scale' to move center of dashes / grooves / grip on lens etc i.e looks like filing / grip on camera lens etc, inwards or 
outwards, so one end of lines seems to be coming out of another line i.e scale bigger makes appear on outside of line, 
scale smaller, makes appear on inside of line... 


BUT NOTED THAT CAN DO ALL HUD STUFF WITH JUST NORMAL ‘STROKE’ AND ‘DASHES’ MAKES THEM LINES, AND 
THEN ‘THICKNESS’ OF STROKE BECOMES LENGTH OF THE LITTLE LINES 1.E LIKE BEVELLING ON EDGE OF WATCH / CAMERA 
LENS...SO EASY TO DO AS THESE NOTES SHOW: 


note | used 'position' to move T logo around circle...then pre-comp'd, and could rotate all 4 anti-clockwise 


Duplicate an existing file with nice effects etc you want to replicate on a different file...click to select the 
Duplicate/copy layer, then choose the file you want to replace the current file in this layer with, and Alt+Click+Drag it 
from Project panel...then release file onto seleted layer...and you have replaced the actual file in the layer with this new 
one, and all the keyframes / properties / transformations will be the same, just on a different, new, file... 


CTRL+Double Click on 'Pan behind Tool' fastest way to center layer / object / shape !!! 


seems can use ANY thickness of line, go to Shape Layer 1 >Content> Ellipse 1 > Stroke 1 and hit '+' sign RHS of 'Dashes' 
AUTOMATICALLY ADDS THOSE TASTY LONG LINES LIKE 'GRIP' / 'GRID' LINES ON CAMERA LENSE EDGE...then only have to 
change 'Stroke Width' at TOP OF PREVIEW to make these lines shorter / longer...???works in video that way!!!... THEN 
‘Offset' OFFSET ROTATES!!!! ... i.e click on ‘clock’ icon at start, then at end, and change value of 'Offset' for last keyframe, 
and it will automatically 'rotate' on its axis... WITHOUT having to first pre-comp it!!! 


Ctrl+A to select all and hit 'S' on ONE of the layers, and change S for this layer, and it will automatically scale ALL the 
layers in the selection by the same value!!! 


add a trim path, then select it and Click+Drag it into ‘Ellipse 1', and Ctrl+D 'Ellipse 1' (inside the same shape layer!) and 
simply 'Rotate' the copy a little, so get same trim path, just at different point along same path but now overlayed as 
‘Ellipse 2', then duplicate again till you get the look you want i.e as many Ellipse copies as want, with same path, just 
‘offset' a little from each other...using ‘Transform Ellipse 1/2/3 etc and us 'Rotation' to offset each copy!!! then change 
OPACITY of the 'Shape Layer' so ONLY see the 'Ellipses' i.e that part of Ellipses 'trim path’ left over i.e parts of each 
Ellipse...with just a hint of the actual Shape they use as a path... 


SELECTING ALL LAYERS BY SELECTING ONE THEN HITTING 'CTRL+A' THEN 'P' FOR POSITION THEN 'SHIFT'+'R' TO GET 
ROTATION UP AS WELL, AND CHANGE THESE FOR ALL LAYERS BY CHANGING THEM FOR ONE LAYER...IS A GREAT WAY TO 
SCALE OR ROTATE ETC WITHOUT USING NULL OBJECT, OR PRE-COMPING ETC... 


RE-ORDER LAYERS OF RINGS OF HUD FROM INSIDE TO OUTSIDE, TOP TO BOTTOM, SO KNOW WHICH RING WORKING 
ON EVERY TIME, AND CAN EASILY OFFSET EACH RING, SO THEY 'EMERGE OUT' IN SEQUENCE, TO FORM A 'CONE' SHAPE, 
SO YOU CAN 'PUMP THE CONE OF A SPEAKER’ ETC, SIMPLY USING CTRL+A THEN 'S' FOR SCALE, AFTER FIRST OFFSETTING 
EACH LAYER A FEW FRAMES WITH 'PG DN’... 


THEN ADD 'CAMERA' LAYER, ENABLE '3-D' MASTER, AND CLICK+DRAG DOWN 3-D BOXES FROM TOP LAYER TO 
BOTTOM LAYER, SO ENABLE 3-D FOR EACH LAYER AND CAMERA... 


TLHC of AE is icon for 'Orbit Camera Tool’...for rotating HUD around to view from side etc for working out ‘projection’ 
i.e 'depth' of parts of HUD as they project OUT and IN ...Now CTRL+A TO SELECT ALL LAYERS AND HIT 'P' AND THEN 
CHANGE THIRD VALUE OF 'POSITION' FOR EACH LAYER UNTIL EACH STICKS OUT FROM BASE OF HUD THE DISTANCE YOU 
WANT...REMEMBER THIS 'P' THIRD VALUE IS WAY TO GET BITS TO MOVE 'OUT' AND 'IN'... 


IT SEEMS THAT IF YOU DUPLICATE A SHAPE LAYER, YOU LOSE THE 'OFFSET' ... SO DRAW NEW ONES EACH TIME, 
SELECT THEM, AND GO TO 'LAYER' > ‘TRANSFORM! > CENTER ANCHOR POINT IN LAYER CONTENT > CENTER IN VIEW...TO 
ENSURE CENTERED...NOTHING ELSE SEEMS TO WORK RELIABLY!! 

CTRL+ALT+HOME then CTRL+HOME IS KEY SHORTCUT... 


Transform > Y Rotation moves like door opening closing or head expressing 'no' 
Transform > X Rotation moves like head nodding yes 
Transform > Z Rotation 'revolves' 'rotates' like hoola hoop or spinning top 


NOTE THAT 'CONTINUOUSLY RASTERIZE' ONLY WORKS WITH PRE-COMPS I.E SO HAVE TO PRE-COMP FIRST TO USE!! 


NOTE THERE IS A STROBE LIGHT EFFECT...GREAT FOR 'FLASHES'... 

NOTE 'COLOR EMBOSS' IS COOL, LIKE MIRROR, ADDS CURVE TOO... 

WOW 'CC GLASS' REALLY ADDS CURVES AND TRANSLUCENCE...COOL...LOOKS LIKE 'SHOCK WAVE' WHEN HUD LAID 
FLAT ...WOW...ALMOST TORUS... 


to draw triangles for 'counter' etc, use ‘Polygon tool' then change 'Points' to 3, and rotate it to face center of preview 
panel...then precomp and use 'Rotation' of this pre-comp to rotate triange around center of preview, therefore 


circle...though have to go back into the pre pre-comp layer again to change position...and orientation... click+thold on 
BRHC of 'rectangle' shape, till options appear for ‘Polygon’, then drag out small polygon, and AE adds new 'Shape Layer 
for it'...select the layer by clicking on it, then hit 'Enter' to rename it 'triangle 4' etc... click on 'Contents' triangle then 
‘Polystar 1' then 'Polystar Path 1' then change value for 'Points' to 3, to get triangle...Click on ‘Stroke 1' triangle to open 
options and click on "Stroke width' to change thickness of stroke, then choose 'Color' clicking on the colored box... then 
go to 'Polystar Path 1' and use ‘Rotation’ and ‘Position’ to correctly orient and align triangle so is pointing towards center 
of circles / preview / dials...now 'pre-comp' it as 'triangle 4' so can animate rotation around dial... 


Hit ‘3-D’ master then for each composition made smaller and larger, so can pull ‘BLUE’ handle to move things UP into 
3-D... to make it obvious, set up a ‘Null Object’ and parent the pre-comp layers to it, then orient the Y (try each | think Y 
was it) until you get the HUD at an angle, so can SEE effect of pulling BLUE line up, as layer moves OUT... at angle...can 
change angles, time things, so LOOKS LIKE some ‘button’ emerges and someone ‘hits’ it...it bounces in, recoils, and sets 
something in motion... so far can NOT work out how to make several pre-comps spin...maybe have to go back INTO these 
pre-comps and time the spin ...??? 


Some notes from process...n.b save as transparency, then import, and change ‘Mode’ to ‘Alpha’... n.b use of ‘Rasterize’ 
was mentioned by some people...see snapshot notes ...use number thingy next time in circle (Polar?) great as very long 
and impressive ... check ‘countdown’ notes on how to do again... 


select 1 layer, hit 'Ctrl+A' to select ALL layers, then hit 'U' to close them to just 'Shape Layer 1' etc... 

draw line, break it up into dots, then lengthen the dots, then change 'Track Matte’ to 'Alpha Matte and Vortex' so now 
what drew on top of a layer, becomes a mask e.g see what underneath it..way to add 'dial' to circles e.g emulate clock/ 
tracking devices / camera lens zoom grips etc i.e 'grip' on edge etc ... steps shape > contents > ellipse path' > stroke 1 (to 
change color and thickness of line) > Line Cap (change to Butt cap for square shape, round cap for dots etc) > Dashes (hit 
+ to open up) > Dash (increase length of and thus decrease number of / decrease length of and increase number of) and 
Gap (gap between each dot/bar)....now use 'Ellipse Path' > Size to adjust lenght...and 'Transform:Ellipse' > Transform > 
Scale to bring 'saw tooth’ to edge' so looks like it is gear of wheel, if using background color, or change ‘Track Matte’ to 
‘Alpha Matte and Vortex' to make it transparent and show bg color... 


correction: use 'stroke' > 'stroke width' to change size to make stick out/bigger i.e 'teeth of gears' in my example 


Alt+click on stopwatch for 'rotation' to open 'expression' for it in timeline...type into five? time/5? which will have a 
ring rotating and advancing by 5 degrees each time...i.e ‘advancing’ ring... is it time*5 seemed to do something i.e 
replaced default expression with time*5...seems to work ??? 

and time*-5 will rotate in opposite direction, so can CTRL+C to copy and Ctrl+V to paste these expressions to ‘Rotation’ 
of various circles so they advance clock and counter clockwise, against each other, in 5 degree bursts...looks cool... 


change colors using 'fill'...star LHS 'Layer Name’... 


Grid layer selected...'Layer' > 'Solid Settings’ to open 'Solid Settings’ dialog, check box for 'Lock Aspect Ratio’ and 
increase width or height till grid extends for entire preview window...then click on 'New' tab BLHC to apply this change... 


click on 'HUD" comp, to move HUD, and use blue arrow to 'lift' HUD up off grid, then others to reposition HUD where 
wanton screen...also move grid 'back' by seleting grid, then using blue arrow on grid layer... 


select ‘Camera Control’ (our null that controls the camera) and hit 'R' to open ‘Rotation’, move CTI to 3 second point in 
timeline if not already there, and click on stopwatches for X, Y, and Z Rotation, thus adding blue diamond keyframes at 
this point, before start animating camera, so it will automatically add keyframes any time you change any of these 
values...and program the animation...now move CTI to a bit after 1 sec, so the camera animation will begin here...and set 
all values back to '0'... 


hit 'Shift'+'P' to add 'Position' to properties so can keyframe Position with Rotation keyframes visible...use position 
now to adjust position of HUD in preview...to center HUD in preview... select all keyframes and hit 'F9' to 'Easy Ease them, 
then click on 'graph' icon to open 'graph editor’ or transform curves... to adjust to taste... 


Now go into 'Camera' layer...select it and hit 'U' twice to open up all Camera Options e.g 'Depth of Field’... increase 
value for 'Aperature' until image blurs...then increase value for 'Focus distance’ until HUD comes back into focus again... 


now simply make copies and scale them successively smaller, and raise them with BLUE handle, and animate these 
moves so it looks like the HUD is growing up from the largest, to smallest, and this will occur as camera pans...adding lots 


of action / authenticity to HUD... 

Use 'Position' keyframes for the two smaller HUD copies...to have them 'emerge up out of' original HUD...move CTI to 
4 seconds...and hit stopwatch for 'Position' for smallest HUD copy...the THIRD VALUE for 'Position' is the ‘height’ i.e BLUE 
arrow...so raise value until smallest HUD extends UP away from other HUDS, at 4 second point...then can move back to 
where want this action to begin, if want to animate this 'ascension’... 

now add an ‘Adjustment Layer' to add 'glow' effect to HUD... 

then go into each HUD layer and keyframe some rotation offsets i.e have them rotate differently...using Z ROTATION 


... Le set at start of rotate 3 seconds to '0', then move to 4 seconds and rotate, so slow enough to be impressive...not 
spinning... 


Click on icon.here to select 
‘Orbit Camera Tool’ to move 
HUD around in 3-D space 


Orbit Camera Tool 


N.B they have used that number with long decimal thing 
from our ‘countdown’ in HUD, to give impression of 
calculation etc, so work out how to ‘Polar this or add it 
to line ? 


Do mask for ẹyes, so on separate layer to rest 
of face, and also one for head, so have 3 
layers, darken background, and add ‘glow’ to 
the eyes layer, so looks like some light 
source is shining onto the eyes i.e our HUD 
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shine light onto face in your film 
shoot and use dark background, 
so looks like actor looking at 
actual light emitting HUD 
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‘Fill’ Effect 


RHMC > Effect > Generate > Fill 


Light Sweep Effects 


create effect of moving light source lighting up graphics / text 


Circle bursts and fireworks 


pen tool, click on 'fill' and set to 'none' click 'OK’...click on 'stroke' and set to 'solid color’, click OK...set stroke size to 
'4'... click near center then Shift+Click above it to get straight line...align it center using 'Layer' > 'Transform' > 'Center 
anchor point in layer content’ then again 'Layer' > 'Transform' > 'Center in view’ ...click on arrow LHS 'Shape 1" to open 
‘Contents' and 'Transform' and go to RHS of 'Contents' to 'Add' and click on arrow RHS of 'Add' to open list of options, and 
choose 'Repeater'’...Click on 'Repeater 1' arrow to open options and set 'Copies' to however repeats you want... Now hit 
arrow LHS of 'Transform: Repeater 1' (I kept using the usual 'Transform' and wondering why it didn't work!) to open 
options, and go to 'Position' and change first value to '0', so all repeated lines merge back into one line...go to 'Rotation' 
and increase second value so all repeats now 'fan out' from center ...it won't be like spokes on a wheel, they will be a 
little skew-if...then go to 'Anchor Point’ and increase second value until the 'spokes' move out away from the 
center...then change the first value of 'Anchor Point' until they DO look like spokes coming out the same central hub... 


Add a 'Trim Path' in same way added the 'Repeater'...in my project | set 'End' to 140%, and then keyframed 'Start' so 
starts at 56% and moves up to '0'% over 2 seconds...so you get a decrease from the center out, then an overshoot... 


the keyframes 'Start' at 2 seconds at 100% then goes back to start and enters value of '0' for Start, and for 'End', places 
keyframe a little to the right of the 'Start' keyframe, then keyframe just to right of 'Start' end keyframe, set to '100'%. So 
the start and end keyframes of 'Start' are zero seconds and e.g 3 seconds, and start and end keyframes of 'End' are e.g 1 
second and 4 seconds i.e slightly offset from each other... 


select all keyframes and hit 'F9' to make them all ‘easy ease'...up to around 2 mins...gets confusing...Click on clock for 
‘Trim Paths 1' 'Start' and set it to '100%' at start, so starts from nothing...then a few frames in change to '99%', then at 
about 2 seconds '85%' in my example almost 'dissappears' lines...then click on 'clock icon' for 'End' and drag curso a few 
frames ahead of end keyframe for 'Start', and set to '100%', then move timeline a few frames ahead of last 'Start' 
Keyframe, and change 'End' value to '85%' in my example this leads to lines dissappearing...so you have a burst of short 
lines that radiate out ,then implode into selves at end of journey...Use 'Transform' for Shape layer (as opposed to 
Transform or Repeater 1) to 'Scale' the size, and 'Layer' > 'Transform' > 'Center Anchor Point in Layer Content' then 'Layer' 
> 'Transform' > 'Center in View' to center the shape in the preview window (make sure 'Shape Layer 1' is selected’) 


video: at O seconds set 'End' to '0%' and add a keyframe at Oseconds for 'Start' BUT move to where want burst to end 
in timeline and set 'End' there to '100%'...add a keyframe for 'End' a few frames ahead of the first keyframe for 
'Start'...then add keyframe for 'End' a few keyframes ahead of last keyframe for 'Start', and set this, for 'End' to 100% ??? 
SO WE HAVE A KEYFRAME FOR 'START' AT ZERO SECONDS, AND MAYBE 2 SECONDS, THEN FOR 'END' WE HAVE 
KEYFRAMES SLIGHTLY AHEAD OF THESE, WITH SAME SETTINGS? O AND 100 % ??? 


exploding bubble: Shiftt+elipse tool to draw circle...color it red...then Ctrl+D on the 'Elipse 1' to copy it...the copy 


appears as 'Elipse 2'...change its color under 'Elipse 2' > 'Fill 1' > 'Color' click on red etc change to background color eg 
black... size red with 'Transform: Ellipse 1' > 'Scale', and so same for black...size so black inside red, leaves just thick red 
circle...and have both expand at same rate, until end when black expands a bit more than red, so it 'explodes' the red i.e 
grows beyond it, covering it, so red appears to dissappear...add 'shock lines' for suggestion of 'popping' / ‘exploding... 


More line fun / circles / bursts etc techniques 


‘Trim Path' does just that, it TRIMS the path / line, starting from the 'start' or from the 'end' of that line, which if it is a 
circle, means you can make PARTS of the circle 'grow' and ‘eat themselves'...by changing how MUCH you TRIM from the 
start or end of the line that forms that circle (which | think is 12, O’clock)...over time... 


‘Start’ of ‘Trim Path’ is 0% by default...the start of the line, which you can advance and 'grow' forwards in time, i.e like 
drawing the line further, pushing the 'end' of the line 'outwards' 


‘End' of 'Trim Path is 100% by default...simply end of line drawn, which you can ‘dial back' i.e move back along the line, 
to the start of the line, i.e drag 'end' of line back to start, or 'inwards' 


Set both to same '%' and line disappears...e.g at point in timeline you want line to have vanished...drag CTI to this 
‘vanishing point' in time, then choose the value for % at the position (I used 15%) on the circle you want the line to 
vanish, and click on the 'stopwatch' for 'End' and 'Start', to add a keyframe at this point, with these (in my case 15) % 
values... then...move CTI back to start...AE will automatically add keyframes now you've engaged the 'stopwatch’' icon and 
it is lit up blue... What we want when we drag the CTI (scrub forward) in time, is to see a line which grows from a point, 
and before it reaches our 'vanishing point’, the tail catches up with the head and 'eats' it...in my example | Have 2 blue 
diamond keyframes for ‘Start’ and 3 for 'End'...the first 'End' keyframe is at O seconds, set to '5%', then a few frames 
forward | have keyframes for BOTH 'Start' and 'End, with 'End' set to '15%' and 'Start' set to '6%'.... and then the 
‘vanishing point' in my timeline has 'End' and 'Start' values BOTH of '15%'... 


NOW click on 'Trip Paths 1' to select it, then Click+drag 'Trim Paths 1' into 'Ellipse 1' above...so we can copy ‘Ellipse 1' 
using 'CTRL+D' and go into this copy, ‘Ellipse 2' and simply change the 'Offset' to advance the same line around the 
circle... we have to click on ‘Ellipse 2' triangle to open up the options for it, then click on 'Trim paths 1' , then drage the 
‘Offset’ value up or down, until we see our copy appear, and position it where we want to, using this value... then repeat 
to add further lines to the same circle...each time we will be adding ‘Ellipse 3' , 'Ellipse 4' etc...once we have dragged the 
‘Trim Paths 1' into the first 'Ellipse', we only need to 'CTRL+D' on any of the ‘Ellipse 2/3/4' etc, to get a copy of it, with 
‘Trim Paths 1' in it...and simply open up the 'Trim Path 1' for each 'Ellipse' and change the ‘Offset’ value until our line 
appears where we want it to, around the circle edge... 


You can duplicate the layer now (maybe pre-comp it so you can go back into it later and change the colors etc and 
these changes will affect all 'higher' pre-comps you make) and 'Rotate' 'Shape Layer 2' so it is offset from 'Shape Layer 
1'...you can then offset these two in time, manually, by dragging the timelines forwards and/or backwards in time... 


Do one little bit where line emerges, goes forward, then end catches up with it and ‘eats it'...then CTRL+D on the 
‘Ellipse 1' and open 'Ellipse 2' and advance the 'Offset' so the copy moves around circumferance of circle...repeat for as 
many of these effects as you want on the same circle... 


Custom ‘shock-wave’, ‘energy-pulse’, ‘concussion rings’ (and great ‘waterfall’) effect 


Using particle effects and fractal noise in AE 


Third party plug-ins, when placed in 'Polar' effect and 'Type of Conversion’ set to 'Polar to Rect', reveal they were 
really horizontal bars, with the turbulence on the bottom, which, when returned to their marketed state, via 'Rect to 
Polar', end up on the ‘outside’, facing outwards, of the ring thus produced, which gives the product its 'shockwave' and 
'blast' effect / appearance...so reverse engineering the idea, we build up our shockwaves... New Solid...Add ‘Fractal Noise' 
effect, check LHS box for 'Invert' and change ‘Fractal Type’ to 'Dynamic Progressive'...and set 'Brightness' to -27, and 
‘Contrast’ to '104'... Select 'Rectangle Mask' Tool and mask out a bar at the very top of the Solid layer, then animate 
it...Open up the Solid Layer and open up the 'Masks' properties then open up 'Mask 1' and click on the ‘clock’ icon to 
animate/keyframe the 'Mask Path’, 'Mask Expansion’ and 'Mask Feather', so our bar of noise moves from the very top of 
the screen, down about a quarter of the screen, while it expands, and becomes increasingly 'feathered' and eventually 
‘feathers right out/blasts out/fades out/depletes itself/vanishes/blows out... thinking of an explosion wave / shock wave / 
blast wave that grows out from a point (the top edge of our bar will later become the center of a ring) while expanding 
(via 'Mask Expansion’ keyframed from 0 to 62) as it moves outward (as our bar moves downward via 'Mask Path')...and 


gradually 'blows out'...so we will keyframe 'Mask Path' and 'Mask Expansion’ and 'Mask Feather' so the bar expands as it 
moves down, and also becomes more ‘feathered’ in the process...so that when we finally 'Polar' ize it, into a circle, we will 
get a ‘blast ring' / 'shock wave' / 'explosion' effect...which we can color any way we like, and re-scale, etc... 


TIP: keep original rectangle mask quite thin...and add 'Polar' effect to it, to see if it forms a perfect circle or not...if not, 
go back and adjust the ‘thickness’ of the bar until it does...start with a bar that takes up the entire horizontal length of the 
preview, and if necessary, change this until you get a perfect circle, when you add the 'Polar' effect...in video the mask 
extended beyond both left and right edges of the preview... 


You 'keyframe' 'Mask Path’ by clicking on the LHS clock icon, with the CTI at frame 1, and then dragging CTI to where 
you want the bars travel to end, about a third down the screen, and click on the 'blue diamond' icon to add a keyframe at 
this position...now 'scrub' the CTI to see that the bar moves from top to come to a stop about a third of the way down the 
screen...again, later we can come back and fine-tune this animation/keyframes/distances 


You 'keyframe' 'Mask Feather’ in same way, dragging CTI to frame 1, then clicking on 'clock' icon for 'Mask Feather' so 
AE adds a keyframe at the default value of '0', (which we will want to increase to '20', to add some feathering at the very 
start too, rather than starting with sharp clean lines top and bottom of our bar, which would not look realistic), then 
Click+Drag CTI to last keyframe for 'Mask Path’ and click+dragging slider for 'Mask Feather’ right to value of '149', then 
scrubbing back and forth to see that the bar 'feathers' out as it moves from top to its lowest position, like a shock wave 
losing energy, a blast wave losing force, as it dissipitates out in a circle, a blast-wave, a shock-wave, an energy-pulse... 


A further PROFI tip is to use 'Brightness' property of 'Fractal Noise' effect rather than OpaciTy of layer, to ‘fade out' the 
shock-wave / blast-wave / energy-pulse, towards the end of its journey out from 'ground zero'...so we go up into the 
TLHC 'fx' Panel, and drag the CTI to frame 1, then click on the 'clock' icon for 'Brightness', so AE adds a keyframe, at the 
value we originally set of -27, then click+drag the CTI to the last keyframe, and click+drag the 'Brightness' slider value LEFT 
until the fractal noise bar dissappears from the preview screen (value of '-90' )...AE will add a keyframe here, at this value, 
so that now when you 'scrub' the playback you will see your fractal noise bar descend, expand, feather, and appear to 
fade out, as it reaches the last keyframe... and then let's make the fractal noise bar first appear quite suddenly from 
nothing, at the start, by keyframing 'Brightness' ...by dragging the CTI to the first frame, to ensure we have it selected, 
and changing the value of 'Brightness' to '-90' (totally faded out), then hit 'PgDn' on keyboard to move CTI forward one 
frame, and changing this value to '0', so AE adds a keyframe for 'Brightness' at this value, to the timeline...Now our 
'shock-blast-impulse' will quite suddenly appear after our sound effect / visual 'explosion' / 'blast' / triggering of energy 
impulse, and grow to its maximum brightness (the default value of '0'), expand outwards, growing as it does so, and 
feathering, as it dissipitates and fades out to nothing (to the keyframed value of '-90')... 


You 'keyframe' / 'animate' 'Mask Expansion' by dragging the CTI to frame 1, then clicking on the 'clock' icon for 'Mask 
Expansion’ in 'Mask 1', so AE adds a keyframe at the start, with a default value of '0', then drag the CTI to the last 
keyframes for 'Mask Path' and 'Mask Feather', and drage click+drag on the value slider for 'Mask Expansion’ until you get 
a value of '62'. 


Now 'scrub' the CTI back and forth to see how all these properties work together, to give a bar that expands and 
feathers out as it descends (remembering that when bent to form a circle, this will look like a blast wave emanating from 
an explosion, expanding and feathering out, as it grows in diamater, expanding outward from the 'shock point’ or 
‘explosion ground zero' 


To further enhance the effect we will now add some ‘Evolution’ to the 'Fractal Noise' effect...we go up into the TLHC 
'fx' (Project) Panel and find the 'Evolution' property in the 'Fractal Noise’ effect...and 'Alt+Click' on the 'clock' icon LHS of 
‘Evolution’, to open up the 'Expression:Evolution ' down in the ‘Effects’ properties of the layer we are working on, down in 
the BLHC 'Layers' Panel...and note that an expression appears in the timeline to its right effect("Fractal Noise")(24) 
...which we are now going to replace with time*150 which tells AE to randomly phase the fractal noise... THEN go back 
up into the fx Panel TLHC and open up 'Transform' by clicking on its LHS triangle, so we can animate/keyframe the 'Offset 
Turbulence’ values... click+drag CTI to frame 1, then click on 'clock' icon for 'Offset Turbulence’ so AE adds a keyframe at 
the default value, then click+drag CTI to a point a few frames before the other properties last keyframe, and click+drag 
the slider for 'Offset Turbulence’ to increase its SECOND value up (from a default value of '540' to '750') while observing 
the fractal noise in the bar cascading down within the mask i.e like watching a waterfall through a slit in a window...so 
now when you 'scrub' the CTI forwards, not only does the bar itself move down the preview, but it looks as if the contents 
of the bar, the fractal noise, is also rushing / cascading / waterfalling down within it, adding more dynamism to the effect 


NOW select all the keyframes, and hit 'F9' to 'easy ease’ them all...so they accelerate and decelerate more naturally, 
as things tend to do in nature / reality...adding realism to the effect...like it does to most keyframed effects...you can edit 
the 'speed graph' for each later to further refine and precisely orchestrate all transformations / changes... 


NOW to 'Polar'-ize the bar into a circle / loop / 'shock-wave' we will add a new ‘Adjustment Layer' above our Fractal 
Noise layer... to add the 'Polar Coordinates’ effect to the fractal noise later...click+drag the ‘Interpolation’ RIGHT up to 
'100', (changing our bar into a bell curve shape) and set 'Type of Conversion’ to 'Rect to Polar' (changing our bar into a 
complete circle / ring if you get lucky...if not, go back and make hte fractal noise mask thinner or longer, dragging out the 
ends way beyond the preview screen if necessary, until you get the desired 'ring' or 'shock wave’)... 


TIP: click on the 'eye' icon LHS of the 'Adjustment Layer' layer LHS in Layers Panel, to A/B compare between bar and 
circle, and while editing the 'fractal noise bar', which can be easier to do as a bar rather than a ring... 


Now we ‘fine-tune’ the speed of the shock waves, the time this entire process takes, from explosion to 
dissappearance, by selecting ALL the keyframes and Alt+Click+drag on the last keframe of any property, and dragging it 
left to speed up the process, or right to slow it down ... (If you have only 2 keyframes for each property you can just 
‘click+drag'... N.B we may want to slow down entire clip i.e ramp speed up and down, as in hollywood movies, where they 
often freeze-frame almost as explodes, to catch the actor's expressions...then speed up / ramp up speed to normal for 
explosion and initial shock wave, then ramp down to slow motion to see things tumbling through air, the actors critical 
decision making or gestures to each other, or 'final looks' of lovers/friends about to be separated by death etc...but here 
we just want to get a rough 'feel' for how the explosion might look in real time, in real life)... 


NOW to add more depth and dimension and action, we 'Ctrl+D' the fractal noise layer to duplicate it, and set the copy 
'Mode' to 'Screen' (you may need to click on 'Toggle Switches/Modes' to have this option appear in the LHS 'Layers' Panel, 
then click on 'Normal' in the 'Mode' column, for this layer, and choose (click on) 'Screen' from the list of options that 
appear... THEN open up the ‘Effect’ in the layer and in the timeline, edit the 'Expression' for 'Evolution' and change it to 
time*250 and speed up the transformations in this duplicate layer by selecting the last keyframes for every Property (hit 
'U' 'U' to open up all keyframes for any selected layer) and click+dragging any of them left, a few frames, so this duplicate 
now evolves faster, and everything happens a bit faster... Maybe open the ‘Evolution Options' in the fx Panel and change 
the 'Random Seed' value of this duplicate layer too...maybe increase the value of the Mask feather for the first Mask 
feather keyframe...and drag the last keyframe for Mask Feather a little left too...and dragging the 'Offset position down' 
by click+Drag on anchor point???..to add more dimension, like mixing audio... So what have now is like a waterfall 
cascading in pulses...We could increase the value for 'Complexity' of the fractal noise to '11'...we can increase the value 
for 'Scale' for the 'Fractal Noise'...and/or reduce the 'Contrast' value to '104'... 


NOW make another duplicate of ORIGINAL Fractal Noise Layer, with 'Ctrl+D'...click+drag layer to top of Layers, and set 
‘Mode' to 'Screen'...Open the ‘Evolution Options' for 'Fractal Noise’ effect in the TLHC fx Panel... change value for 
‘Random Seed’ ... this time we add 'CC Glass' effect below ‘Fractal Noise’ fx in TLHC fx Panel...Open up 'Surface' and 
change default 'Bump Map' to 'None' by clicking on mask and then 'None' in menu that appears...change 'Displacement' 
value to negative value e.g '-190' (to 'choke' the fractal noise and add a ‘liquid’ look to it)...increase 'Height' to value of 
'47'...Add 'Curves' effect after 'CC Glass' and drag curve up to left a little to ‘brighten’ it... 


NOW with all three copies of the fractal noise visible, adjust the 'Contrast' of each to taste, to blend them for the look 
you are after... 


Adjust the speed of the uppermost copy of fractal noise layer, selecting all the end keyframes, and click+drag-ing one 
right, to slow it down relative to the other layers...and play around with different speeds until you get the 'look' you are 
happy with...with each at a different speed, and with different settings, you add complexity and ‘organic’ quality to 
noise... 


NOW so far we've had 'eye' icon for uppermost 'Adjustment Layer' toggled 'off', so click on the LHS box under the ‘eye' 
icon, to re-enable / toggle it back on...so that now all the layers beneath are are processed by the 'Polar Coordinates' fx 
on the Adjustment Layer, and now form 'rings'...and we can view our still black and white 'shock waves"... 


GET FREE VIDEO COPILOT 'COLOR VIBRANCE' PLUG-IN ... 


NOW deal with ‘join line' where the two ends of the rectangle bar now meet and form a ring/loop...many ways to 
manage this...Add a new ‘Adjustment Layer' above the existing one...Add 'Offset' effect to it...click on 'eye' icon for this 
earlier adjustment layer to toggle the 'Polar Coordinates’ effect off, so we are back to rectangles...then click+drag on 
FIRST value of 'Shift Center To ... ' RIGHT to increase its value, until the join line is clearly visible in the center of the 
screen...NOW with our new Adjustment Layer selected we draw a rectangle mask around this joint / join line / seam ... 
Then set the 'Mask 1' 'Mode' to 'Subtract'...and increase the 'Mask Feather’ value to '100'....so the ‘join line’ 
dissappears...NOW drag this uppermost Adjustment Layer down to below the Original Adjustment layer with the 'Polar 
Coordinates’, and our rings are 'seamless' with no visible join line... 


THEN I assume we pre-comp the above, and do some 'Time Remapping’ to make it appear more 'explosive'...So we hit 
'Ctrl+Alt+T' to ‘Enable Time Remapping (or RHMC on layer and choose 'Time' > 'Enable Time Remapping’)...AE adds 'Time 
Remap’ effect to Layers Panel LHS, and adds keyframes in the timeline RHS at first and last frame ... NOW move CTI 
forward 6 frames from first frame and click on 'diamond' to add a new keyframe here...then select last 2 keyframes and 
RHMC to click on 'Time Remap' to select this property, then click on 'Speed Graph’ icon to edit speed graph for this 
effect...will see two 'legs'...RHMC and choose 'Keyframe Assistant’ > 'Easy Ease In'...so now graph as ‘knee’, which we can 
edit with Bezier Handles to 'explodes' out of gate explosively, ramping up really quick, then after few frames gradually 
fades out...n.b keyframe changes to '>' symbol...NOW 'Scale' so quickly scales up over few frames, then gradually expands 
as fades...we can NOW pre-comp this, and add 'Unsharp Mask’ effect to layer, change 'Mode' to 'Screen’, and 'Ctrl+D' to 
duplicate it, and scale down copy so fills 'hole'...repeat this but this time scale up to expand ring outwards...Can add 
‘Bulge' effect , and with 'Height' can give it more of a 'ring' effect...each duplicate can be 'rotated' a bit, to add 
complexity...using 'Curves' to increase contrast...and change speed of some copies...experiment...try and see... use ‘Time 
Stretch' to speed up some copies relative to others...can keyframe scale so expands as grows... 


Add Adjustment layer to colorize...use 'Curves' or VideoCopilot free 'Color Vibrance' plug-in...add 'Glow' effect... 


Now to add some flying particles...Add a new white solid layer...'Ctrl+Y'...Add 'Pixel Polly' effect to 
it...'Shift+Click+Drag' with ‘ellipse tool' to draw circle mask inside the rings...taking up about third the area of the 
rings...Change 'Gravity' of 'Pixel Polly’ effect, TLHC in fx Panel, to value of '0', and change ‘Spinning’ to value of 
'2x+0.0'...Change value of 'Direction Randomness to '84'...Cchange 'Speed Randomness ' to '58'...reduce 'Grid Spacing to 
'10'... THEN add 'CC Force Motion Blur' effect after 'CC Pixel Polly’... NOW drag this white solid layer down below the 
uppermost Adjustment Layer... 


IDEA: Take line of fire and wrap it around something e.g basketball, guitar fretboard, and animate it so fire spinning... 


Creating a countdown timer and other ‘computer graphic’ looking fun using ‘slider control’ 


new null object...Effects > Expression Controls > Slider control ... go into text layer with number and click on 'Text' to 
open options for this, then Alt+Click on stopwatch for 'Source Text'...and an 'expression' will open up in the text layer i.e 
looks like computer code...'text.sourceText’... click on 'Null Ojbect' layer so the 'fx 'Slider Control’ appears in panel, then 
Grab the pickwhip RHS of 'Source Text' and drag it up to the 'slider' under 'fx Slider Control’ to parent these...and note 
that text in layer RHS of 'Text' changes to 'thisComp.layer("Null 1").effect ("Slider control")("Slider")... now click on 
stopwatch for 'Slider' in fx panel, and drag CTI back to 0 seconds, to start...hit blue diamond, then move CTI to where 
want slider to stop e.g 4 seconds, and drag value up to number want counter to stop at... or do reverse for countdown i.e 
start at number want to count down from, at 0 seconds, and then adjust so reads '0' at point want stopwatch to finish e.g 
4 seconds...but problem is have huge long decimal countdown, and we just want integers...so... there is some text you 
need to add to that 'expression script'...but | could not work out what he was saying or doing, so | put a mask on the 
.4365342 bit and changed it to a countdown from 9 to O to fake it... | did the 'Trim Paths' manually, setting 'End' to '0'% 
at 0 seconds, and then to '100'% at 4 seconds...but video guy pickwhipped 'End' to 'Slider' in fx Slider Control panel (have 
to click on ‘Null 1' layer to get 'fx Slider Control' to appear in fx panel first, so can drag pickwhip from layers panel 'End' to 
the word 'Slider' to RHS of stopwatch in 'fx Slider Control’ panel)... Now to give more impressive look, take one of the 
shape layers (circles) and Duplicate it, make it thin, remove the 'Trim Path 1' from it by selecting 'Trim Path 1' and hitting 
‘delete’ on your keyboard...then 'Scale' it so it sits on inside edge of thick, inner ring that is growing...then duplicate this 
ring, this time 'Scale' ing it up, so it sits on ouside or inside edge of thick inner ring that grows...so this thicker ring no 
seems to fill a 'track' made for it by the two thin rings with NO 'Trim Path 1' you just made for it...add another ring with 
lower opacity for the inside ring to seem to fill as it grows too... (remember always have to remove 'Trim Path 1' from 
‘Contents’ > 'Ellipse Path 1' then select "Trim Paths 1' and hit delete on your keyboard to delete it) of layer, or just make 
another layer manually rather than duplicating them!)... now add a ring of 'dashes' on the outside...duplicate a ring, then 
go to Contents > Ellipse 1 > Stroke 1 and click on arrow for ‘Stroke 1' to open options, then click on triangle for 'Dashes' to 
open options for 'dashes'...and click on '+' symbol to open up the options e.g 10.0 value, change value to get more shorter 
dashes or fewer longer ones...| went with a ‘railway track' value of '4' for 'Dash' ... change 'Stroke' 'Width' to make dashes 
longer...maybe add another ring around dashes to encase them...so looks now like a computer animation...use white or 
similar against a dark background to get that sort of look...| started with colors that sort of ruin that effect ... Now add 
some triangles around edge, pointing inward, to add final touches...so...just draw a polygon, so have new Shape 
layer...click on Contents > Polystar Path 1 > Type and go to 'Points' and change default value of '5' to '3' so now have 
triangle shape...set 'Rotation' to '90'degrees, and move triangle to 9 O'Clock on outside edge...copy and rotate a few 
more around the dial...can then animate these so they move around dial during countdown etc...which is a little 
tricky...the way | do it is to pre-compose each triangle, then use ‘Rotation’ on that pre-comp...lets you automate rotation 
over time i.e animate it...BUT NOTE CAN NOT DUPLICATE PRE-COMP AND ROTATE IT, THAT DOESN'T WORK FOR 


REASONS UNKNOWN TO ME, BUT A PRE-COMP OF THE COPY OF THE LAYER DOES WORK...SO HAVE TO MAKE SEVERAL 
COPIES BEFORE PRE-COMPING THEM...DOING IT MY WAY...now to see how youtube guy does it... then can 'Scale' entire 
thing down to zero, and same with ‘Opacity’, so entire object blooms out, and gets more distinct, as countdown 
occurs...can pre-compose or add adjustment layer, then select all the tracks and pickwhip one of them to the Adjustment 
layer 


Now we can 'offset' the emergence of the individual elements over time at the start, to add interest etc... 


find download for all the AE 'expressions' e.g the ones used by the youtuber to take away the decimal point of the 
numbers etc... 
tip: click on 'P' to open e.g ‘Position’, then to add more individual properties, Shift+ e.g 'S' to add 'Scale’...etc...s 


3 PANEL MONTAGE 


TIP shrink preview so can see videos to RIGHT of screen so can drag into from OUTSIDE right of preview 
panel...!!!works then doesn't, makes no sense...so | guess laptop not up to task...so do it other ways...but once it 
appeared to work like in tutorial!!, then no luck...total fuckup...\ 

Do music video with me singing, playing rhythm guitar, and playing lead guitar... make 3 videos and save them and 
import them to a new AE project...idea is will start with bit song starts with e.g rhythm guitar or melody...then as lead or 
rhythm guitar part starts, have it slide into frame, andn push first video to left, taking up 1/3 of the screen, and then 
when vocals come in, vocal video slides in from right, pushing 2nd video to middle of screen, so now have 3 'windows' i.e 
vox, rhythm, and lead guitar parts... 


So how to do this? ... Add New composition to project with the 3 videos imported, and call it 'Montage'... we will use 
MATTE's to define the visual space of each layer...Clickt+drag first file e.g rhythm guitar part, into layers...now click outside 
layers so NO layer selected...double click on 'Rectangle' shape so AE adds new 'Shape Layer 1' to timeline...click on ‘Fill’ 
color box and give it a loud obvious color like bright magenta...click on word 'Stroke' and click on box with '/' i.e 'no 
stroke’... rename 'Shape Layer 1' to 'Matte 1' (select it and hit 'Enter' to change name)now change the default 'None' for 
‘Track Matte' to ‘Alpha Matte’ 'Matte 1' ...so the video layer is now an Alpha Matte for the Shape Layer 1 (rectangle) 
above it......now drag the pickwhip from 'Video layer' up to the name 'Matte 1' of the shape layer above it...click on 
‘Matte 1' then on triangle for 'Rectangle 1' then 'Rectangle Path 1' to open options which includes 'Size’...first click on 
‘chain’ icon to unlink X and Y values, then click on the 'clock' icon to set a keyframe, then move ahead in time, and change 
X (first) value to X/3 i.e divide whatever number was there, by 3, so video now sits center in preview, taking up 1/3 of the 
window...Drag/Scrub the CTI to watch the video shrink from full screen, to the center of the screen, noting it does not 
scale anything, but rather removes the L and R sides of the video, so keep this in mind when shooting i.e position 
performer in center of video, with lots of room to either side, that you know will be removed...Now based on the 
positions of the two keyframes, the original video will show taking up the full screen, then when the CTI hits the second 
keyframe, it will shrink to 1/3 the screen size, and occupy the center of the preview...but now with ‘Matte 1' layer still 
selected, hit Shift+P to bring up ‘Position’, click on the 'clock' icon for ‘Position with the CTI at the same position as the 
keyframe for the 1/3 size reduction...then drag CTI back earlier in timeline (left) to where first keyframe for X was, so the 
change in position will BEGIN from the first keyframe, now drag CTI forwards to second keyframe, and DRAG VIDEO LEFT 
WITH KEYFRAME DIAMOND SELECTED I.E LIT UP BLUE, UNTIL VIDEO OCCUPIES LHS OF SCREEN, ... now Ctrl+D to 
copy/Duplicate both layers, and select the copy video, hold ALT and click on video want to replace it with, and so 
Alt+Click+Drag it down into video copy layer, release mouse, and wait for AE to replace the video 1 with this video 2... 


‘Unsharp Mask’ in ‘Remove Grain’ effect 


TIP: to A/B compare with and without fx, click on the 'fx' icon next to effect name e.g fx Remove Grain...it is in 
italics... TLHC of effect panel...great way to see if really improving or not, and to get feedback 


using a camera with automatic ISO adjustment, e.g my cheapy webcam, when there is not enough light, it 
automatically turns up the ISO values very high, so you get 'grainy' / 'noisy' etc footage...glarey whitey...etc...i.e too much 
light... less contrast / definition... in AE ... first change preview to 'Full' resolution... 'Remove Grain' effect...click on center 
of square to move this 'preview window’ around...then change 'Viewing Mode' in Remove Grain panel top from 'Preview' 
to ‘Final Output' and hit play...AE will remove noise...as pre-renders...Click on ‘Temporal Filtering’ to check box for 
‘Enable'...adjust 'Motion Sensitivity’ to just under one, if notice any artefacts when subject moves... N.B use 'Preview' 
mode and move box around while editing settings, to increase processing speed...click on 'Preview Region’ to adjust size 
and center of preview box etc...Click on 'Noise Reduction Settings’ ...'Noise Reduction’ values slider, watch preview box as 
drag left and right to change values...0.000 to 100.000...'Passes' adjusts how many times it processes the footage...usually 
reaches a limit after few passes where doesn't add value, just slows down processing times...if click on 'Channel Noise 


Reduction’ can adjust noise reduction for R, G, and B channels independently... to use this, click and hold on BLHC 
triangle of the RGB color icon LHC preview window, to open a list of options, and select e.g 'Red' filter out Blue and 
Green, and then adjust the 'Red Noise Reduction’ slider to see if you can improve on this image...often the 'noise' is 
greater in one or more of the channels than the others...click on 'Viewing Mode' mask, and choose 'Noise Samples' i.e use 
pointer in mask, and see at which points AE is taking 'noise' samples from...click on 'Sampling' to show options, including 
‘Sample Selection' which is 'Automatic' by default, click on mask arrow to show options, and choose 'Manual' and most of 
the sample boxes dissappear, leaving just one in the center of the preview...click and drag out copies of this box...click 
and drag on 'Sample Size' in effect panel, to change size of these preview boxes...click on fx ‘Remove Grain' i.e name of 
effect TLHC of effect panel, so it is selected, and click+drag on anchors for each preview box to position it...so now AE will 
sample THESE areas...go back to 'Viewing Mode' and choose 'Preview' again to see if it made any difference i.e the 
‘noisier' samples YOU chose have improved things...probably image is now 'blurry’...so click on 'Fine Tuning’ to return 
more detail / contrast to images...'Texture' will return details e.g to face...but increasing value will also re-add noise...so 
find balance...'Clean solid areas' smooths out large surfaces, but can add 'blurring'/feathering ... so beware... all those 
options re-introduce some noise...'Unsharp Mask' is used to 'sharpen' images... BUT | USED IT AS AN EFFECT... 


Roto-Brush Roto-Tool masking tool 


Workspace: Standard 


At ottom preview panel n.b the ‘Base frame’, which is the frame we are now working on, which is the first one 
You work on, and which AE will use as the basis for all later ‘automatic’ meses so en this frame! 
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Change ‘Edge Detection’ from default to ‘Favor Current after finish ‘base frame’ so it will ‘propagate YOUR mask, rather than trying to predict one itself 
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After you've set a ‘base frame’ and edited it AE begins 'propagating' the rotobrush outward, to include 


more of the clip, but this can take a LONG time 
Unless YOU add MORE ‘base frames’ ever 25 frames CLC ammm nS 
> - 


Use ‘Levels’ Effect to increase contrast when using Roto-Brush 


Roto Tool which my laptop doesn’t seem able to work with? 


Click on 'Mask Path' stopwatch after FIRST frame, when using masking tool or rotoscoping...so the changes you make 
are added as keyframes...remember | have wasted lots of time forgetting this... masking, changing masks, then realising it 
was NOT keyframing i.e | had NOT clicked on 'Mask Path' stopwatch / clock icon before | started !!! 


NOTE THAT AIM NOT ALWAYS TO ‘GREEN SCREEN’ A SUBJECT I.E REMOVE FROM BACKGROUND TO PUT ON ANOTHER 
BACKGROUND...SOMETIMES WILL DUPLICATE ORIGINAL LAYER, AND KEEP IT ORIGINAL, THEN ROTSCOPE / MASK COPY, 
SO NOW HAVE TWO LAYERS CAN INSERT LOGO ETC IN BETWEEN, AND CAN NOW TREAT ORIGINAL AS ‘BACKGROUND TO 
COPY, AND PROCESS EACH DIFFERENTLY E.G BLUR BACKGROUND FOR ‘BOKEH’ EFFECT, ADD COLOR CORRECTIONS JUST 
TO PERSON / FOREGROUND, OR JUST TO BACKGROUND ETC I.E LEAVE BOTH LAYERS IN SYNCH, SO CAN ACTUALLY DO A 
MUCH WORSE JOB OF MASKING, AS NO-ONE WILL SEE ‘EDGES’, AS IT IS THE SAME BACKGROUND AS FOREGROUND, AND 
ONLY WHERE LOGO ETC PASSES ‘BEHIND’ FOREGROUND WILL ANY ‘BAD’ EDGES BE OBVIOUS ETC... 


rotobrush tool use...first dbl click on layer so that LAYER TAB is active in preview panel...click on rotobrush tool, then 
CTRL+Click+DRAG UP to increase size, and DRAG DOWN to decrease size (do NOT use mouse wheel as this will zoom in on 
preview!!!) ... just need to do very rough internal color job with huge GREEN tool...then 'shrink' any lines outside of 
subject area by holding ALT and painting gaps between purple line and subject...tool is now RED...use GREEN i.e normal, 
to move lines OUTWARDS from inside area want to mask...then switch to 'Refine Edge Tool’ and do little bits at a 
time...waiting for AE to render the changes each little stroke you add...i.e preview panel 'greys out' while processing, then 
image returns with new mask...now advance on frame at a time, using Pg Dn key...check to see if AE did good job each 
frame, and correct anything AE misses...frame for frame...use green to ‘erase’ bits inside mask...remove space with ALT 
RED tool and add more internal area with GREEN tool...SEEMS MY LAPTOP IS NOT UP TO PROCESSING THIS TOOL... 


similar to 'quick selection tool’ in PS...fps x seconds gives number of frames to edit... 


Duplicate the layer to be rotoscoped, so have original...and later can place layers BETWEEN the rotoshopped layer and 
the original, and rotoshopped will appear in foreground, original as background...so even if not intending to 'greenscreen' 
someone, this still useful for 3-D effect...and to let you edit background independently of foreground e.g color curves, 
effects, etc...can add ‘bokeh’ 'shallow depth of field illusion’ by blurring original which is now in the background... 


if can, shoot with high contrast and high shutter speed, to make rotobrushing out backgrounds much easier... 


start in middle of section to rotobrush...then under timeline i.e 00:30s etc, and this becomes you ‘base frame’...a grey 
‘tyre track' appears...you have to click on this and drag it out left and right to extend area you want to use rotobrush in? 
then move backwards with 'Pg Up' key and forwards with 'Pg Dn' key, one frame at a time...to make any changes to mask 
you just drew...there is a frames indicator, like the time clock, only showing frames, and each time you will see the 
number change...BLHS of preview...go back first, frame by frame, as if go too fast and miss something, cannot just fix it 


there...you can only fix it one frame at a time i.e have to correct the mistake / error the first time it appears, or will be 
carried over into all earlier frames...when working backwards, or later frames, when working forwards... 


Shift+Pg Dn moves forward 10 frames, Shift+Pg Up moves backwards 10 frames... once satisfied with mask, click on 
‘Freeze’ BRHC of preview panel, and AE freezes rotoscoping like with Reaper, so you can't ruin it later... 


resize brush by CTRL+Click+Drag up and down to change size of circle that appears on preview... click on Rotobrush 
tool, then double click on layer, to open layer in preview with rotobrush tool...drag green tool over subject, then when 
release mouse, purple outline appears around the shape you 'painted in’... just above 'size %' mask for preview panel i.e 
BLHC, are 3 icons with people, and one with color...can choose how you view work, LHS white on black person shows just 
masked out area in white against black background...pink outlined white person on black background icon shows footage 
plus purple line showing masked area with everthing visible...white person on read background icon covers everything 
OUTSIDE OF the mask in red...and colored square lets you change this red to any other color you like... ALT+CLICK+DRAG 
removes an area from the selection i.e paint over areas you want to REMOVE from the selection, in this way... with high 
contrast images, tool works very well, like magnet...change size of brush using 'Brushes' panel...Window > 'Brushes' adds 
it to panel, click on 'Brushes' to open panel, or close it again... Now use 'Refine Edge Tool’ to fine-tune mask...clickt+hold 
on triangle BRHC of 'Rotobrush tool icon' to open the two options, and click on 'Refine Edge Tool'...you can use this on 
entire edge, to let AE fine-tune the selection...hold down 'ALT' and go over any areas again you want to re-add to inside 
of mask... 


Text color change as mask moves over then change back doesn’t work on my system? 


Can have a mask pass over an object, and change its color e.g text swipe...set up mask, change Blend Mode to 
‘Overlay' so becomes transparent? why not just opacity? : as follows:draw a mask. animate it to 'swipe' from left to right 
etc or up and down etc for scanning effect...then to program its movement, click on clock for 'Mask 1' then click on 
‘selector tool’ and move CTI to different points, then drag mask with selection tool to where you want it at that point in 
time....then copy this mask: When copying a mask, first ensure all its keyframes are selected and lit up blue, and 'Mask' 
selected, then copy...CTRL+C and paste on actual title text layer CTRL+V... then RHMC on title layer and go to Effect > 
Generate > Fill to change the color masked text will change to only WHEN mask is over the title ...hit 'E' to open effects on 
title layer, and click on 'Fill' then go to 'Compositing Options’ and hit '+' icon... 


Another thing that doesn’t seem to work on my system 


TEXT ANIMATION IDEA 

Write text. CTRL+AlttHome then CtrltHome to center it...click on 'Text' then triangle for ‘Animate’ and select first 
option, 'Enable per-character 3-D' ... go to Transform > 'Position' and hold 'Shift' while drag 3rd value of ‘Position’ slider 
into negative, to move text towards you...so it will move in straight line...then go to ‘Animate’ again, and this time from 
list click on 'Opacity', to add the ‘Animator 1' and 'Add' triangle, and 'Range Selector 1' with 'Opacity’...click on clock icon 
for 'Opacity, move CTI to zero seconds/start and change Opacity to '0', then move CTI to 2 seconds or so, and increase 
value to 100...now go to ‘Animator 1 > Range Selector 1 >'Advanced'> and change default 'Off' for 'Randomi...rder' to 
‘On’... go to 'Range Selector 1' and click on clock for 'Start' to add keyframe, at 0 seconds then move CTI forward to 1.5 
seconds, and change 'Start' value to '100%'... but doesn't work, like other stuff this guy vlogs, things just don't work the 
same on my system as on his !!! 


Luma Matte for replacing sky etc 


LUMA MATTE 

drag footage into new composition i.e RGB icon bottom project/effect panel...then duplicate footage...on duplicate 
layer, add Effect > Color Correction > Colorama... to create a 'Luma Matte'...when effect opens you'll see glaringly bright 
colors... we'll use 'Luma Matte' to replace the sky ... e.g grey sky with much more dramatic stormy sky...with Colorama in 
effect controls panel, click on 'Output Cycle'triangle and choose 'Ramp Grey' from list of options...then for 'Use Preset 
Palette’ click on mask and choose '(none)' if something else there by default...now preview is black and white...click on 
either side of color wheel (black and white now) and chose black for one side and white for other side, using color picker 
dialog that pops up each time click on side of wheel...then drag the arrow on the black side down until the sky looks 
white, and everything else looks black... import a jpg or video of the sky you want to replace your current one with...drag 
this replacement sky clip below the Luma Matte layer we just made...and change the 'Track Matte’ from the default 
‘None’ to 'Luma Matte''(name of layer/file name)'...now will see your imported file sky replace the original sky in the layer 
above it...and can tweak the 'Colorama’' settings, moving the triangle around the wheel until your preview looks how you 
want it to...you can then drag the new sky around to position it...it will ONLY appear in the areas you made white in the 
Luma Matte... now go to Effect > Color Correction > Tint ... and also Effect > Color Correction > Curves to the 
layer...decrease the tints to 'desaturate the sky a little’...then play with curves till get sky you want...try to match 
foreground so looks natural, or go for super-natural look!...Adust Opacity of sky layer also, to blend it in better...Now pre- 


compose these layers ... 


Masking and 3-D notes to incorporate 


my T lightning is ‘Advanced lightning’, ‘Lightning type' 'Direction' 


Suggesting ‘reflected light’ and ‘light from source’ 


Duplicate clip, then mask (in in this case as we will be moving this ABOVE original layer) just the bits of image you think 
would, in real life, be ‘lit up' by a flare / explosion / lightning strike, more than the rest of the layer, to give more 3-D 
depth...so the 'front' bits of the person facing the source of light will light up most...so mask the REST of the clip OUT...in 
the duplicate...then move it ABOVE the original, and set the LAYER Mode to ‘Add’, so JUST the INSIDE of the masked bit is 
‘added' to the layer below, so you can now ADD FX to JUST this area i.e glow, etc, to suggest 'reflected light’ from 
source... 


MATINAS 


Blend Mode is 'Normal' by default, click on marked 'Normal' to open up options 


and choose 'Overlay' to get effect shown above for ‘scanning’ / infrared etc fx 


‘Glow’ effect 
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Rotoscope a quick'sketch' of a duplicate 
layer, to add the ‘internal’ glow to the hand 
on this masked (add) layer to superimpose 


LIGHTNING 


Add new black solid...drag ‘Advanced Lightning’ fx onto it...change 'Glow Opacity' to 0 %...set 'Core Width’ to 6, then 
Alt+Click on the clock icon for 'Core Width’, to add a 'wiggle' value to it, so the width of lightning changes randomly over 
time, to suggest real lightning...go into layer where 'expression' appears, and replace it with wiggle(10,5); ... go to 
‘Origin’ in Advanced Lightning fx, and click on clock to add frame and drag origin so it appears to originate from the 
‘hammer' or other source you want to appear to be producing lightning... move CTI to where you want lightning to start, 
and Alt+[ to trim the layer left of that point...go to 'Conductivity State’ and Alt+Click on its clock icon, to open ‘expression’ 
in the layer, and replace default expression with time*2 ...change 'Core Color' to match your tint, but avoid over 
saturating it...Add 'Glow' and Click on box for 'Composite on Original’ to 'check' it... NOW change ‘Blend Mode' of layer 
from default 'Normal' to 'Screen' and adjust 'Glow Threshold' 'Radius' and 'Intensity' to taste... IF you add a 'flare' layer, 
pickwhip the 'Expression:Position' of the Flare to the 'Origin' of the 'Lightning' layer...so it 'flashes' in synch with the 
lightning, as it would in reality... NOW create lightning to flash ACROSS the sky...duplicate original 'Lightning' layer, and 
play with settings to get what want...Alt+Click on 'Origin' and 'Direction' and add same expression wiggle(1,1000); to 
them (you can copy and paste expressions once you've opened the expressions for source and destination layers)...use 
‘wiggle' expressions to get lightning to ‘flicker on and off' ... NOW pre-compose this new ‘sky lightning’ layer...copy 'Luma 
Matte' from original comp, where blackened out everythig EXCEPT the sky...i.e 'Keyed out the sky’...move this to top 
layer...change 'Lighning' layer to 'Luma Matte’, so lightning only appears in the sky ... NOW to suggest force, add a 'wiggle 
to the entire comp, so it appears that the camera has been shaken, the moment the lightning emerges from the hammer 
/ source...and shakes while the lightning is being produced, and stops, when it stops...can import actual authentic camera 
‘shakes’ and ‘hand held camera’ movements, so looks like hand-held camera, or looks like tripod being shaken by shock 
waves...add a 'spark' flying off from hammer, hitting ground, and burning it, sending up clod of earth, to further 
‘authenticity’ of clip...i.e realism... 


Using opaque coloured shape to produce ‘flicker’ 'glow' etc effects 
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Take any solid shape, give it a color, then change its opacity, so it appears to 'flicker' like a 
neon sign, or twinkling star, or ‘tube’ warming up, or flames / embers ‘sparking’ and 
‘glowing’ on and off, as a background i.e with opacity around 20% so it appears that the 
object / layer above it is ‘glowing’ off and on, ‘flickering’ to life or dying out, etc 


MASK TOOLS: Click+Hold on mask tool icon TLHC and menu of options opens up...including 'Add Vertex Tool’ and 
‘Delete Vertex Tool’ with + and - signs appearing next to usual pen tool icon in the toolbar...use 'Add Vertex Tool’ to add 
points to mask...which have been looking for for ages, and you'd think presenters should have understood, and 
explained...so now can add and delete points...so can do first rough sketch, then go back into details...again MUST 
Click+drag NEW points to ensure have bezier handles...so if forget, can add zoom in and add new point right next to one 
you added earlier with no bezier handles, afterwards... 


N.B always need to click on last yellow square to continue adding new points from incomplete mask... 


N.B move to NEXT point before clicking so can drag this point out...AE will join this last point with previous point...DO 
NOT START AGAIN BY DRAGGING EXISING LAST POINT TO DRAW STRAIGHT LINE...LET AE DRAW THE LINES, you JUST ADD 
THE POINTS...AND click and drag to ensure bezier points... 


add layer to draw mask around e.g image you want to copy...drag it into RGB box to composite it to AE current 
composition...then make a blue etc layer, then drag same jpg file directly into layers...so now have 3 layers...the jpg 
comp...the jpg, and the color...so can place the jpg comp you are masking top, the color below it, and the jpg below 
it...need last to show details INSIDE the masked image once you have completed first basic mask of outline, so can add 
further masks to internal detail, with lowest jpg as your guide, as in my project with the winged marduk - entwined 
snakes...which | will be able to animate with the puppet pin tool etc... 


MAKE SURE SAVE ALL THREE LAYERS IN FOLDER USING THE FILE DEPENDENCIES COLLECT FILES OPTION 


FLATPACKFX.COM have THE best/clearest tutorial | have so far stumbled on...N.B MUST CLICK+DRAG EVERY POINT 
WHEN ADDING, OR CAN NOT ADD 'BEZIER' HANDLES TO CURVE IT LATER!!!! THIS NOT CLEAR IN ANY VIDEO...: click+hold 
on BLHC of 'mask shape' to open list of shape options...Shift+drag for perfect circle / square...select existing layer to draw 
mask...and INSIDE THAT LAYER A NEW 'MASK' PROPERTY WILL APPEAR, WITH DEFAULT 'ADD’...leave it at this ‘Add 
default’ to draw mask i.e so that everything OUTSIDE OF the mask will dissappear, revealing layer below this layer you are 
drawing mask on...s.if NO layer selected, adds new shape layer and draws shape...(but my AE seems glitchy in this 
respect? and has a 'Mask' and 'Shape' button just left of top of preview window )....so acts as 'cookie cutter’ on layer e.g 
of cookie dough, but if no layer / dough, acts as shape layer drawer...PEN tool draws mask on layer...when drawing 
masks, helps to 'Click+Space-bar+drag' object around, zoomed in close, to get precise mask, with mouse pointer turning 
into HAND icon...release 'space-bar' after moving, and so drag object to be masked around while adding mask...click on 
two points to add straight line between them...CLICK+DRAG at a new position, and you drag out 'bezier lines' i.e lines you 
push in and pull out, to add more curve to a line, or to straighten it out...then move points N.B after dragging with ‘hand’ 
tool, click on last point again, then hit 'G' to get pen tool back, to add more points and lines / curves...if second last point 
is bezier / curve / with lines sticking out to push-pull, then when click on starting point again, and completing the 'mask', 
you will get a curve as the last line...so need to push the bezier handles back into the point, to straighten the last line, 


joining the first and last points...if a straight line was needed, or adjust the curve to the exact shape required...n.b moving 
bezier handles out / in away from / towards point, drags the curve out and in, to form concave and convex curves... 
masking out moving object great next practise of all these skills, to make muscle memory, with fun result i.e 'green 
screening’ someone using masks...keyframing...BE SURE TO DRAG CTI TO START, THEN CLICK ON 'POSITION' ICON OF 
MASK LAYER SO ANY TIME MOVE CTI, EVEN ONE FRAME (USING ARROW KEYS OR PGUP PGDN KEYS) AE WILL ADD NEW 
KEYFRAME FOR ALL THE NEW MASK POINTS...CAN MOVE EXISTING POINTS TO DISTRIBUTE THEM AS YOU NEED THEM, 
BUT CAN'T ADD POINTS????...SO ERR ON SIDE OF 'TOO MANY POINTS' SO ANY TIME A MOVE EXPOSES MORE DETAILS I.E 
REQUIRES MORE PRECISE MASKING E.G FRONTAL SHOT OF FACE JUST OVAL AND EARS, BUT PROFILE / SIDE SHOT HAS 
NOSE, CHIN, ETC I.E MORE DETAILS TO PRECISELY MASK / MORE CONTOURS TO PRECISELY MIRROR / TRACE OUT... with 
after first run, to edit/move/straighten/bend lines, click on existing point and drag out bezier handles to curve or 
straighten/flatten it ... MASK FEATHER helps soften contrast between mask and background layers, and expand or shrink 
the mask...shrinking it will move it inwards, and remove part of image...so often people expand mask a little, and feather 
it... 

MASK WITHIN A MASK...can add further masks to the original mask layer, by holding 'G' and starting new mask, adding 
new point...which is only way to add points to a mask layer once 'completed' a mask i.e joined first and last points...great 
for removing individual window panes from a window, to reveal layer behind them...then click on 'Add' in Mask, and 
change to'Subtract', so now new mask dissappears from that layer... 


Position, 3rd value when increase value pushes text back into background, and when decrease value pulls forward into 
foreground, so it looks like it is getting smaller and bigger...use this for 3D...use text px size to change text, NOT this or 
scale, or avoid confusion at first... now starting e.g -900 click on clock then move to end and change to +500 and if you 
had 3 layers, each would approach you and pass through you, in sucession 


CAMERA with 3-D toggled lit up for layer and master...POSITION first value pans left to right like camera 'circling' 
around horizontally, i.e walking around something in a circle....2nd value like flying over and under following a vertical 
circle i.e up and down and over and under...3rd value flies in towards and backs away from, so as text appears to move 
towards us, the text also separates into individual layers with greater depth between layers, and as we pull back, and text 
appears to move away, the separation decreases i.e shallower depth...so can make one line of text which is 3 layers deep, 
suddenly become 3 layers, with clear depth and 3-D look 


X Rotation...like standing in center of sphere, and having text move vertically up and down 

Y Rotation...like standing in center of sphere, and having text move horizontally around you, from left to right 

Z Rotation...like standing in center of sphere, and having text move vertically over you, from left to right 

Orientation...first value rotates text around anchor vertically, e.g if anchor top, like sign, if anchor middle, spins 
vertically around center i.e vertical axis .... 2nd value does same around horizontal axis like door ... 3rd value spins it 
around like clock 


Have to have 'show rulers' AND 'show guides' for 'guides' to be visible 


n.b icon for 'mask' and 'shape' when using 'masking tool' / 'path drawing tool', to decide what it draws is mask or 
shape.. 


PROJECT 

shift+drag out a perfect square then with layer selected, go to 'Layer' > 'Transform' > 'Center Anchor in Layer Content' 
then 'Layer' > 'Transform' > 'Center in View'...so now have outline of squre, centered...then do a rotation and scale up 
animation...THEN save it as new pre-comp, before masking all but TRHC of it...this was where I kept going wrong...now 
can CTRL+D to duplicate pre-comp, and this time unlock 'scale' and scale only RHS value to -100, so now have TRHC and 
BRHC of square...we pre-comp this and repeat, this time changing LHS value of 'Scale' only to -100...so each time copying 
/ mirroring i.e first time TRHC, 2nd time mirroring RHS, so now have 4 copies of original TRHC as one pre-comp...so we 
pre-comp this... AE didn't center it for me, so | had to position mirror to fill slight gap... 


Do NOT use 'Scale' and do NOT Duplicate current comp, to make ‘box inside box' and ‘other bit'...instead go back to 
first comp, then Duplicate THIS ORIGINAL comp...and select original layer square, and hit 'U' 'U' i.e hit 'U' twice to open 
up all properties that have been changed......instead dbl click on 'U' to open up properties that have been changed to 
scale down and change color of copy of first rotating box thing..then use ‘Rectangle Path 1' 'Size' property to resize this 
inside box...i.e reduce size of duplicate, which always appears ABOVE original...and drag entire layer right to 'offset' inside 
box, so it appears and starts spinning later than original... 


Notes to incorporate from screenshots 


always make sure click on 'clock' for MASK PATH at start before drawing masks, to ensure AE automatically adds new 
keyframes each time you change mask 


windows > preview shows 'preview' transport controls 
window > workspace > all panels to get all panels on screen if they dissappear i.e top menu tool bar 


lossless (in render queue) > RGB+Alpha > OK to save a transparency (make sure ‘eye' icon for all other layers toggled / 
clicked away i.e so only 'see' transparent’ layer want to save as transparency 


transformation layer needs pickwhip connection i.e click and drag pickwhip from layers want transformation layer to 
transform 


Hit ‘Page Down’ key to move forward one frame, for perfect masking...remember can click on and drag existing points 
around, but use large image / zoom in, and use lots of points...click on point then hit CTRL+A to select all points, then to 
remove selection, click outside image... 


Changing composition settings 


Or can go to Composition > New Composition for new, or >Composition settings to change the settings of the current 
composition...e.g HDV/HDTV 720 29.97 ... ',' and '.' keys zoom preview/comp panel in and out... Hover cursor over blue '8 
bpc' text LHS trash icon in Project panel and entire Project Panel highlighted in blue, and have the option to 'Click to open 


Project Settings...'... or go to File > Project Settings (last in list)...the '8 bps' refers to the Color Settings, specifically 'Depth' 
in bits per channel...i.e 32 gives more colors to work with than 16 or default 8 


Toggling time display between Frames and SMPTE 


...can change Time Display from default 'Timecode' checked (i.e SMPTE) to 'Frames', which then changes the time 
displays from SMPTE to Feet and frames...(and click 'OK')...now the Time displays will show Frames in large blue 
numbers, with SMPTE time code below them in small blue numbers... 


Removing unused footage 


File > Dependencies > Consolidate All Footage removes duplicated/redundant footage from Project ... here can also 
chose 'Remove Unused Footage’ and ‘Find Missing Footage’ (if file name italicised i.e footage no longer at address AE has 
linked to)... 


Remove unused footage to clean-up project...File > Dependencies > Remove Unused Footage...click on OK... keeps 
project size smaller, loads faster, processes faster...etc... can save back-up under different name before doing this just in 
case find later you wish you had NOT removed that footage... 


Writing text 


Go to 'Window'>'Workspace'> Text to show the text tools...or ‘All Panels' to show all work tools, if accidentally 
‘disappear’ any...then can uncheck those items don't want in window... 


Stabilisation 


If footage unstable, requiring stabilisation, first use, render it, and then re-import and use the rendered / stabilised 
footage...Dbl click on Comp or imported clip to open it in the layers Panel...select layer and go to Animation > Warp 
Stabilizer VFX ... it will start analysing footage in background while you work on something else if want to...in TLHC can 
view status update ... can open Advanced down triangle to have footage re-analysed i.e check 'Detailed Analysis' option 
under 'Advanced'...use this first if you expect it will require it...otherwise will end up running through twice...Under 
‘Stabilization’ the default for 'Result' is 'Smooth Motion'...change to 'No Motion’ if used tripod...Smoothness default is 
50%, can tweak to get better result if needed...i.e hit spacebar to preview results...the Smoothness 'Method' is 'Position' 
by default, but can try alternatives e.g Subspace Warp which is more detailed... and under 'Borders' can change 'Framing' 
from Stabilize, Crop, Auto-' to 'Stabilize Only' which shows edges of the frame which gives idea of how unstable was...and 
can then manually adjust the 'Auto-Scale' ...but default scales it automatically...i.e Stabilise, crop, Auto-'... 


can remove 
‘shakiness’ from 
‘shaky' footage 
taken by hand- 
‘held cameras 


Effect’ > 'Distort' > 'Warp Stabiliser’ 


Go to ‘Effect’ > ‘Distort’ > ‘Warp Stabiliser’ and see if you can improve ‘shaky’ footage 


Tracker 


Click on the ‘Tracker’ Panel to open the ‘Tracker’ effect Panel. If the ‘Tracker’ Panel is not visible, go to the Top Main 
AE Menu Bar and click on ‘Windows’ > (click on LHS box of ‘Tracker’ to add a ‘tick’ to ‘Tracker’ in the list of options that 
opens up) 


‘Window’ >’ Tracker’ 


Top toolbar click on 'window' to open list and check 'tracker' so tracker appears in effects window, if not 
already...anything not checked here won't appear in effects window...click on 'track motion’ button in 'tracker' dialog to 
open new layer window...TLHC tabs for original footage and new layer can toggle between...track point 1 appears over 
null object in preview window...in tracker dialog check 'scale'...second tracker box appears after checking 'scale' in tracker 
dialog...click+drag track point 1 to a high contrast target for tracker...click+drag track point 2 to another high contrast 
target for tracker...in tracker dialog click on 'Analyze forward’ and watch preview to see if tracks well... 


Tracking points 


In tracker dialog click on 'Analyze forward' and watch preview to see if tracks well i.e if points you chose remain stable, 
and tracker points ‘stick’ to object you want them to stick to, as footage previews. Trial and error. Try and see which 
points remain ‘stuck’ to object as footage progresses...click+drag corner of tracker boxes bigger to give larger target area 
to track...then ‘Analyze forward’ again to see if tracks better with new object, or larger tracker boxes i.e tracking area... 


click on some 3-D Camera tracking points and observe the orientation of 
the red disc that appears... test different tracking points until you get a red 
disc that appears ‘parallel’ to the surface you want your text to orient and 
track to during the clip 


then click on the disc, so yellow '+' discs appear with menu list, and click 
on ‘Create Text and Camera’ and a text layer will be generated over the 
preview window and 3-D Text Camera layer added to timeline, with 
‘handles’ for each axis to twistand puband spin your text to mirror object 


Create Solid anc*>amera 
Create Null and Camera 
Create Shadow Catcher, Camera and Light 


USING ‘TRACKER’ FOR COOL STABILIZED MOTION EFFECT 


This is where it LOOKS like the camera was moving in-synch with the subject/object/character...i.e as if moving up and 
down and left to right, exactly as the character is moving...as if attached to the object itself...so character remains in fixed 
position in frame, and only background appears to move...FIRST choose what part of the subject you want to use as the 
‘fixed point’ the camera will remain in-sych with...with people this could be their eyes...Look for 'Tracker' in RHS panel, 
where'Align’', ‘Character’, 'Preview', ‘Effects & Preset' and all the other goodies appear. and if not there, go to 'Window' 
and check the box LHS of 'Tracker' so a 'tick' icon appears there, to add 'Tracker' to that panel and thus your Workspace. 
Select the Layer you want to work with. Then 

'Click' on the 'Tracker' Panel if it is not open, to open it, and then click on the 'Stabilize Motion' tab. Next 'Click' in/on 
the box LHS of the 'Position’ option further down in the 'Tracker' Panel. You might also try doing the same for 'Scale' and 
‘Rotation’, if you don't get the result you are after using just 'Position' alone. You will see that AE has added a ‘Tracker 
Marker' box in the center of the Preview Panel. Click+Drag it over the eyes or other point you want to be the ‘locus' of the 
stabilisation. There is a box within a box. Eyes are a good feature because of the high contrast between the dark pupil and 
the 'whites' of the eyes. Otherwise find some other ‘high contrast’ point on whatever feature you have chosen, to help AE 
do its work. Grab the INSIDE box and drag it until it goes just beyond the edge of the DARK part of the object, to include 
some of the high contrast surrounding area/color e.g so it covers just a little of the 'whites of the eye' and the ‘pupil’. 
Then do the same for the OUTSIDE box, for the contrasting are e.g the 'Whites of their eyes'. NOW 'Click' on ‘Edit Target' 
near bottom of 'Tracker' Panel options. THEN 'Click' on the 'forward arrow' in the Transport controls of 'Tracker' (Analyze 
Forward), and wait for AE to process the clip.You will see a light grey 'motion path' appear over the clip in the Preview 
Panel. When it is complete, 'Click' on 'Apply' at the BRHC of the 'Tracker' Panel. Then 'Click' on 'OK' in the dialog that pops 
up. Now when you playback the clip, you will see that the EYE you framed with the box, remains in the exact same 
position in the frame for the duration of the 'stabilised' clip. BUT AE manages this by moving the entire footage around 
within the preview...so if the 'eye' moves a lot, there are times during playback that empty black space appears in the 
shot, and we SEE the footage moving up and down, left and right...so we need to keyframe ‘Scale’ (as a ZOOM !) and 
‘Position' (as a PAN !) so that at these times the character / subject / focus of attention moves to such a position, and we 
are zoomed in tight enough, so that we don't see the ‘edges’ or 'black space’...this can take a little fine-tuning. And if you 
can plan ahead, you might use the highest resolution e.g 4K even though you plan to render at 1080p, and ensure there is 
enough DATA to zoom in without any artefacts/loss of quality, and enough actual width/height AROUND behind your 
subject / object / focus / character to allow this without making it obvious what you have done...so that it really looks like 
the camera was somehow 'coupled' to the moving object/subject so that it moved exactly in-sych with it, allowing a 
continual 'parallax' of the background which DOES move, while the SUBJECT remains fixed (thus inverting reality, which 
HOLLYWOOD loves to do with everything from 'The Holocaust' and 'Nazi Germany' to 'Man-made Global Warming’. 


Using ‘Tracker’ effect to add text and objects to 3D space so they look like they were actually 
part of footage 


clicktdrag GREEN axis up screen to 
drag the text with it while remaining 


oriented to object 


I've superimposed screens here, to show series of actions 
Now can ‘scrub’ through / play object layer, and watch text track it perfectly 


click on text so itis selected in T {red glow) then change it and fine-tine positioning 


TEXN ama 


Once have moved text into position with clicktdrag , click on GREEN 
arrow and clicktdrag itup screen, so text follows itup the screen 


sy 
AS 
Tru is T 


Motion Tracker Apply Options 


Often tracking points tiny, so 
need to clicktdrag on ‘track 
Point Size’ slider to massively 
increase their size to make 
them visible so can decide 
which to use, using the red 
discs that appear, but would 
be too small to see without 
this step , and same goes for 


‘text’, so ramp this value up 
massively until see colored 
crosses everywhere 


In tracker dialog click on 'Analyze forward’ and watch preview to see if tracks well 


In tracker dialog check 'scale' so SECOND ‘Track Point 2’ added 


In tracker dialog click on 'apply' 


Choose tracking points of highest contrast e.g a black line on a white 
surface, the darker crease in the hand, any point that Is clearly darker / 
different to its surroundings, so AE can track it more easily 


[H| 
If subject/object to track does NOT have any high contrast areas / points on it, consider tapingā sri 


dot to the future target, or adding a fake ' were va to a face or hand, or on a white hand/object, draw 
a black dot with a marker=s 


In close-up of transport controls for ‘Analyze’, note can analyze forwards or backwards 


Oryou can manually move forwards or backwards one frame ata time, to correct any ‘wandering’ 
Use ‘Reset’ tol reset ny tracking point you have changed, then click|'‘Apply'}for each change 


Drag the ‘Track Point 1’ to a high contrast point on the object you want to track. This will become a ‘Tracking Point’ 
Then ‘Click+Drag’ on the control points for the inner and outer tracking boxes, to define and refine the high contrast 
point you want AE to ‘track’. The best points are those that lie between a dark and a bright area, and as such are ‘high 
contrast’, making it easier for AE to ‘track’ such a point, compared to ‘grey’ areas 


In ‘Tracker panel, check box for 
‘Face Tracking (Outline...) 
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r [Gilles iron Man | ® 
E Mask! Add 
4 | Track Mask | RHMG on ‘Mask l'and choose 'Track Mask’ 


Click onfRasterizé’jicon circled in blue, when working with HUDs etc 


Face Tracking...draw mask on layer so only face revealed... Import track i.e Project Tab, RHMC Import then drag into 
Comp icon and click on shape mask, then track, then add mask, then Window > Tracker ... click on layer to select then go 
to TRHC Tracker panel and hit forward Arrow to Analyse the layer...when it is finished analysing you can hit spacebar to 
play and see how well the mask is now tracking your face etc...Add a solid color layer, then click on the 'Tab' for the Comp 
TLHC Comp/preview panel...to see your face moving around without any background...Can change Mask 1 to 'mask' your 
face by changing 'Add' to 'Subtract' or checking 'Inverted'...and now a coloured mask will cover your face as you 
move...ideal for 'anonymous' interviews etc i.e to protect identity of person... change to 'None' during tracking analysis to 
see tracking points/lines/mask moving with everything showing i.e no mask/reveal, just the outline of the now animated 
mask showing... If can plan ahead, chose a background that is simple and contrasting to your face ... to make it easier for 


AE to work out what is your face and what isn't... 
Amain View Window Heip SVeaSwPrBeesi woes 
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clicktdragto ™ | TT” p' 

, select entire 

* maskso it now 


appears as 
black outline 


now you can drag entire mask h 
around screen across to second 
lamp to use same maskon it 


repeat for each frame lamp in 


3D CAMERA TRACKING 


ip: motion blur often improves clip, but it slows down CPU / rendering / preview, so best to toggle the 
otion blur icon along the top on and off, to preview with motion blur only when really need to...click 
HoXbelow motion blur icon for layer, so itis activated, but most of the tinë toggle master ‘Thotion 
lur icon off, tó save CPi resources 


click+drag 'pickwhip' icon from layer with image etc you want to track your tracking points, across to the 

‘Null object’ layer, so now the object e.g text or ball etc, in the layer, will ‘track’ the tracking points you 

programmed in the Null layer __ so if tracking hand, the object will appear to rest in your hand, or be 
even held between your fingers, in your hand, as it moves...perfect for 
‘blacking out’ faces for anonymous interviews ... or adding tattoos... 


‘Floating Polaroids’ idea 


Po Recent Terms Matched} 


[Shift-Ciick to Save a Term) 
D. Unear Color Ked 


imagine T logo flying around like 
falling leaves by taking one 
instance of logo, then using this, 
as you would a leaf 


NOTE the idea here is to use '3D Camera Tracking points’ to align images correctly, so that as the camera moves 
through a scene, the images retain their original alignments, Vis a Vis the subjects in the video?...Import Clip, drag into 
RGB box BLHC Project Panel, then drag Comp (or does it appear automatically?) down into Layers LHS...Select Layer, and 
go to ‘Tracker’ Panel RHS and click on ‘Track Camera’ to have AE track the camera movements already IN that clip...wait 
as ‘Analyzing in background (step 1 of 2) processes...then 'Solving Camera’ appears...followed by a bunch of colored 'x' 
tracking markers all over preview...NOW go to LHS fx Panel to '3D Camera Tracker'’...Click on 'Create Camera’ and AE will 
add a new layer, a virtual camera, '3D Tracker Camera’...down in the BLHC Layers Panel... Click on '1 View' bottom 
Preview Panel and from list that appears, click on '4 Views' and AE splits the Preview into 4 panels...so now have 'top', 
front, right, and active camera views ...with only ‘active camera’ having any content...the others having only 'paths'...can 
now import our 'polaroids' into comp...and drag down into layers...enable 3D for these layers...can now select layer and 
move polaroids around in 3D space......if need to rotate polaroid, do this in the polaroid layer...duplicate lots of 'blank' 
polaroids, or have lots of different ones, to 'fill up' the shot with floating polaroids...so the few you are going to 'turn into 
videos' i.e 'enter' look like a few among many, and your choice 'random' i.e so viewer's impression is that ALL the 
polaroids have the same property of being able to be ‘entered into’ or 'turned into videos' i.e freeze frames of videos that 
can be 'run'...NOW trick is to align the video to the empty polaroid, by reducing Opacity to 50%, so can 'see through’ it 
and align the polaroid 'frame' to the video...which you've ‘Scaled’ and 'Positioned' to do this with...so that you can then 
'zoom' the camera into this polaroid, which is really a video hiding behind the polaroid frame...but only 'start' the video 
once the camera has zoomed right into it...???... 


Select layer with object you want you 

text to track, go to RHS, type 3D 
Cam...in search mask of effects panel 
then click on highlighted ‘3d Camera 
Trackef text that appears below it 


and drag it (clicktdrag 3D Camera 


Tracker ) across to layer you want text to-track 
| segane step 2 preview panel and release mouse 
pe a ree - so Effect Controls panel replaces 

a step 1 ‘comp window’ and when you now hit ‘play’, AE 
. STAR automatically starts analyzing text 
: g layer and adding possible anchor 

48 s ae , = points (‘Solving Camera’ appears in preview) 
> EEDD shown left in collage (colored crosses) 
: TEn when scrub/play text layer through will see these 3-D 
tracking points move with the object, as if attached to it 


Click and drag on a red, blue, or green axis to orient your text so itis 
parallell with the surface, or'standing upright 90 degrees to’ the 
surface, or however you want it to relate to the surface i.e to look like it 


is standing on the surface, or floating paralell with it, or actually a part 
of it 


click on ‘arrow’ tool TLHC so can clickt+drag text to precise © After EffectsCC File Edit Compos 
location, to get precise orientation of text layer to object 


Track Mask (for tracking objects and faces) 


In ‘Tracker panel, check box for 


‘Face Tracking (Outline...) ria 


al [Gilles iron Man 


| Takna | RHMGonjMask 1' and choose ‘Track Mask’ 


Click onf Rasterize icon circled in blue, when working with HUDs etc 


Having subject ‘jump into’ frozen frame still’ of themselves in air etc 


TIP: note TRHC of Preview Panel has 'Workspace' Tab you can click on to cycle through different workspaces...start 
using it and saving different workspaces, so can quickly toggle between optimized workspaces rather than clicking around 
etc 


Have singer singing at twice the normal speed, while shooting at twice the playback frame rate, so when slow down to 
half this, the singer appears to be singing normally...Also choose a long, stable background like road or jetty, for AE to add 
tracking points to...i.e large 'plane' surface to track to...Work out what 'stills' you will have them 'jump' into ... e.g get 
them to jump while filming, or to adopt a particular pose, or sit down, or do cartwheel...you will then, in AE, take a 
‘snapshot' of a single frame and save it...Save the SMPTE time or frame number with the snapshot, so know where it clip 
it occurs...then can copy and paste or enter this SMPTE value into the LHS SMPTE clock, in AE, to move CTI to exact frame 
your still frame/snapshot was extracted/copied from... 


Take snapshots and mask out background, so left with just person...do as precisely as possible, so can 'walk into' or 
‘jump into’ the still image...or get someone to do in photo-shop, and save as a transparency i.e no background...i.e PNG 
with extracted image from each still shot...import or masked layer to AE... select footage, and go to 'Tracker' Panel, and 
click on 'Track Camera’ and wait for AE to 'Analyze' footage...Increase 'Track Point Size' till can see tracking points 
clearly... Choose 3 points that are 'flat' on the surface e.g of the road / footpath / wharf-jetty etc, and click on them to 
select them...then RHMC and choose 'Create Sold and Camera’ from options that appear...AE then adds 'Track Solid 1' 
layer and a '3D Tracker Camera' layer above your footage in AE...AE will add the actual ‘solid’ to the preview... REPEAT 
this step for all other 'frozen frames’... select the footage layer with the camera tracking points, then select the 'fx 3D 
Camera Tracker’ up in the LHS fx panel, and RHMC on the marker of your choice (one perfectly parallel/level/flat/stuck to 
the object e.g road surface), and choose 'Create Solid' (as you already have a Camera)... NOW when you scrub/play back 
you will see solid shapes along the roadway, stuck/locked to the road, which are being tracked by AE...as you run footage, 
these solids will retain their perspective, as if real objects, and get smaller...but remember they are overlaid over the 
footage, so your moving subject will often be masked by them... NOW PAY ATTENTION: have to select the ‘Solid’ layer, 
before going to Project Panel where you click+Drag on still frame you want to use, THEN add Alt while still in the project 
panel...so have 'Click+Alt+Drag' as move over layers panel, and simply 'release' over the 'Solid' Layer...and observe as the 
Solid object e.g colored square, is now replaced with the still frame image...BUT it is flat on the ground, so open Solid > 
Transform > X Rotation and increase value until image 'stands up' off road...(value of 90 should do it)...now use RGB 
arrows to move image until it is over frame in footage, then scale and move it around until it perfecly masks...use Shift+Y 
to move anchor point to center of image...TIP: REDUCE OPACITY OF STILL FRAME SO CAN SEE FOOTAGE BEHIND, TO GET 
IT PERFECT... NOW consider we have a bunch of still images floating above the road, and our subject jumping or 
otherwise moving into them, so we want the still image to dissappear just as it is 'inside' / 'in the middle of' the moving 
subject...use Alt+] to clip still layer just at this point...i.e the ‘still’ will extend for the duration of the clip at first, to ‘hang in 
space’ until the subject ‘jumps into it', so each Solid layer, which holds a still image, will have a different duration... If 
footage doesn't match still, have to move forward or back a frame at a time with PgDn PgUp key, until find actual frame 


the still is a copy of...and be sure to Alt+] the Layer at the current CTI position i.e frame you were transforming, so that 
layer ends just as the subject 'enters' the still frame completely i.e is immersed in it... 


NOTE: can add 'Camera Lens Blur' effect to Layer with still, to simulate 'depth of focus’ (i.e in real world the still 
hanging in the air would be out of focus as subject moving up towards it from background to foreground)...and keyframe 
it so it is a bit blurry as subject moves towards it i.e to simulate ‘depth of field’ where foreground will be ‘out of focus’ as 
we focus on subject moving up from behind still frame, from background to foreground, then keyframe in perfect focus 
i.e zero blur, as subject reaches still frame hanging in air, and both occupy same depth of field, and thus would, in real 
life, now both be in perfect focus... 


MHR have subject DO something at each point just after 'released' from freeze i.e dance move or something, so 
something HAPPENS at moment 'ENTER' still freeze frame self image i.e dynamic...and use ‘glitch’ effects to simulate 
‘struggling’ with new 'self' just entered to 'gain control of'...especially if still DIFFERENT person...i.e body 
snatcher...operating thetans that have learned how to 'operate' OTHER people...can have Cult of Judah itself 'occupied' 
from within...and its whole apparatus adapted by good guys to ‘save the world’, not just FROM cult of judah, but from 
itself...could use such a vehicle to explain current state of affairs and how it came to be this way, then offer hope of 
happy end...maybe even get cult operatives worried if I've stumbled onto something...at very least entertaining, and 
people will have minds slighly jarred open to start considering how it IS very possible AND easy to 'occupy' nations etc i.e 
how cult of judah conspiracy DOES operate...in ONLY context such ‘entertaining of this idea’ is acceptable in our 
world...we might choose to call it something else? or? but have all principles validly demonstrated...linked to real 
history...or can set on another planet...probably depend on who dependant on for funding etc... 


MHR: plan more complex actions while 'in the air', using masking of a mattrass you have laid out on road to fall on...or 
something you are leaning on / laying on so you can ‘hang in the air' for some time, moving around...then in AE can move 
back and forth and do other interesting things with the action, like Barbarella on glass panes...have more fun than just 
‘jumping up and into stills' and 'collecting' them ... can make like game...each time you ‘jump into’ a still your 'energy 
levels' rise and you increase in glow/radius/brightness/change color like battery indicator, even with 'bars' to indicate 
power charge level...i.e get creative... 


MHR could have spirits occupying the corpses of soldiers / criminals just after they have been shot...or show people's 
astral bodies emerging from their dead body e.g on operating table, before ‘electric jolt' sucks them back in i.e typical 
scene of someone dieing for short time, then re-entering body after looking around from above...could have evil spirits 
‘occupy’ the bodies of people just killed i.e replacing them, ‘fixing up their wounds' with diabolical powers, to pretend to 
be them afterwards, and do all sorts of havoc...or could be 'rogue' spirtis / souls / operating thetans who can keep a body 
alive a few days, just long enough to have fun with it...play mayhem...get revenge...maybe operate business like 
this...leave own bodies 'on ice’ somewhere...go around looking for 'noveau dead' to 'occupy'...use bodies a few 
days...complete a mission...return to own body....so in movie / series we see all the ways people can die, then our 'A- 
team' accepting a 'mission', then their accomplices always scanning police radio etc to find noveau dead in case needed 
i.e up to date on all the local deaths etc, our A-team inhabiting them, in all sorts of odd situations e.g surprising doctors, 
emergency people, even their assassins...clearly dead, then clearly alive again...sometimes the A-team person looks 
around, 'susses out' situation quickly, realises their 'noveau dead’ has been the victim of foul play etc, and sometimes 
avenging them on the spot i.e killing their assassin etc...they use bodies, with a 'ticking bomb’ countdown i.e they have 
limited time before the body will revert to dead / start decaying, and so always that element of jeopardy i.e ticking clock 
to add drama...spice it all up...element of urgency that makes ‘just sitting around doing nothing' charged with high drama 
as 'every second counts'...etc...have it be painful for ‘occupier’ of dead body to be hit / die again, and have to revive self 
again, so they really HATE dieing...a catch phrase of one of them...'l really hate dieing'...'dieing sucks’....'dieing hurts’ 
etc...and have this happen now and again...Can have one show where a famous rock band are all killed...their agent / 
insurer has huge loss, and hire them to 'play' them i.e be them, live...in huge arena concert...can do simpler versions... or 
just bit where the entire stage 'freezes', and audience amazed, sad...then have band appear from side of stage and ‘jump 
into' themselves, and re-animate themselves, and continue playing...i.e someone hits 'pause' on their phone while 
recording...or ‘glitch’ in the matrix... 


MHR get more clever...have me 'spin' image of self i.e film me walking up to self...'freeze framing’ self with 'magic 
wand! or 'tech stick' and then motioning as if | am spinning self...then spin freeze-frame in AE, etc... 


sated 


Click on ‘Edit Target to open ‘Motion Target 
| dialog where you need to select your ‘Null layer 
(rename it to ‘tracking null*etc) so the tracking 


data will now be paired to the null layer 
Then click on/OK'\in dialog 


null layer Peas Where our tracking data is 


Paint and motion tracking clone stamp 


in AE click on 'Paint' to show colors, size etc, and 'Brushes' to show brushes, or just click on the 'dot' with a number 
below it in 'Paint' e.g '13', LHS of color choices... pain is keyframed, so as move along timeline and add, these appear, and 
as scrub back, they dissappear i.e accumulate over time, as you drag CTI...so can add and remove (with eraser tool TLHS 
AE) colored lines as go...frame for frame...so can draw things on people...neon light effects etc... dbl click on layer to pain 
on it...then return to 'comp' to see it in context...can layer 'painted' over 'clean' and move/edit each duplicate so different 
stuff 'flashes' as overlay, as switch between layer duplicates with and without paint...etc... 


Paint appears under 'Effect' in layers panel...click on ‘Brush 1' etc...n.b each time click+drag then release mouse, and 
click+drag a new line, it is a new Brush’, so if want just one ‘Brush’, keep mouse held for duration of drawing...click on 
‘Path’ to see what was drawn, and click on ‘Stroke Options' to change color, start, end, thickness etc of what drawn... 


Clone Stamp Tool...in 'Brushes' drg 'Diamater' px out to cover very large or small area...circle...great for covering up 
things i.e taking samples from around 'stain' or 'scar' or 'logo' etc and replacing stain, scar, or logo e.g advertising logo 
etc, with this...can 'paint' with sample as paint using paintbrush... check in LAYER PANEL and NOT Comp panel i.e dbl click 
on layer in timeline...clone tool a 'crosshairs' ... Alt+Click to 'sample'... to take a sample that you can then 'paint' over stuff 
with...then Click+drag over area want to paint over / cover with this sample... .if make paint brush circle big enough, can 
Alt+Click clone stamp tool over entire image e.g me playing guitar, then Click a copy of it somewhere else in preview, and 
it will be video clone i.e continue from that point, as duplicate of just that area...i.e me playing guitar... 


clone tool has ‘path’ too...click on 'clock' icon to start keyframes, once have done first clone e.g to cover scar on 
face...then 'scrub' forward and observe where face moves vis a vis the stamp/covered scar...and click and drag the clone 
stamp so that it is always over the scar, as scrub forwards, dragging CTI, just like animating any other 'path' for anything 
else...i.e simply keyframing, automatically, with ‘clock’ lit up, as scrub forwards and backwards, moving 'stamp' so it 
always covers scar...or logo etc... 


use tracking to 'magnetise' clone stamp to moving object etc scar on face...window > tracker... then click on 'Motion 
Source:....' and select the layer name you are working on, then click on layer again to select it again... Then click on ‘Track 
Motion’...and a '+' symbol appears ‘Track Point 1' in center of preview window...click+drag it over the scar or other 
moving object in the clip...then drag outside square out larger until it contains entire scar/ object...then drag inner square 
out also...go down 'Tracker' panel to 'Analyze' and click on 'play' triangle in transport controls...and wait for AE to analyze 
the clip... (n.b default 'Position' is checked ...when completed tracking, scrub through clip and watch as tracking point 
moves to follow the object selected to track e.g scar...N.B tip...'View' along bottom of preview window lets you 'hide' 
tracking / masking data etc when doing fine work and the tracking lines obscure the clip... move back to start of clip from 
where you want to begin masking/hiding scar etc with stamp... Now in the 'Paint' panel, check 'Lock source’...click on cip, 
to open 'Motion Trackers’ then ‘Tracker 1' ... Clone 1 etc to edit... Open up Layer Name > Effects > Paint > Clone 1 > 


Transform > Position...with 'Position' being what we are after, as we want to 'parent' it to the Tracking data...more 
precisely...Open up Layer Name > 'Motion Trackers > Tracker 1 > Track Point > Feature Center...this is what we are after 
‘Feature Center’... Now go back to 'Position’ and Alt+Click' on it's clock icon to open up an ‘Expression’ for it in the 
timeline...find the 'pickwhip' to RHS of 'Expression: Position’ and drag THIS up to 'Feature Center'...just keep dragging up 
and let panel scroll, till find the text 'Feature Center’ below 'Track Point 1', and release mouse... now play / scrub through, 
and go to 'Clone 1' > Transform: Clone 1' and adjust 'Anchor Point' i.e click on 'clock icon' so keyframes added 
automatically at CTI any time you change its value... maybe adjust ‘Position’ > 'Expression: Position’ > 'Scale' to make 
stamp a bit bigger or smaller as needed... N.B do all this zoomed in...hold 'spacebar' to get 'hand' to drag screen around, 
while zoomed in, to remain close-up on stamp and what it is covering e.g scar on face... 


erase tool erases actual layer (to reveal layer below?) 


Edit > Split layer ... or CTRL+SHIFT+D ?...great way to edit long clip into bits to add different effects at different points 
in clip... 


Selecting layers for preview and identifying layers in preview screen 
Whichever layer you have selected / is active, will be the Tab on TLHC or layers panel which is highlighted / included in 


the blue line around the layers panel...to switch to other layers click on the Tab for them, or on the layer name / layer ... 


Masks...N.B If nothing selected i.e no layers selected, the ‘Rectangle’ etc tool will draw a solid shape over your preview 
i.e a solid shape layer... 


RHMC on layer panel to add 'Mask' to a layer ???... 


So make sure you have selected a layer before beginning to 'draw' your mask or use the mask shapes...draw mask, 
appears as 'Mask 1' under its parent layer...can add Mosaic effect to pixelate the screen... set mask one to add, so now 
ONLY see the inside of the mask with the pixels...Dbl click on layer with 'arrow' tool selected to move the handles and 
resize/reshape the mask... 


Drawing elliptical mask 


To draw mask...click on 'Ellipse Tool’ etc icon next to 'pen' tool icon TLHC AE and then click on the layer you want to 
use it on in the layers panel... 


Drawing perfect circle 
Holding Shift while adding ellipse makes it a perfect circle... 


Add and subtract to hide or show what inside mask (solid shape) you have drawn 


Mask ... Add 'reveals' what inside shape drawn...Subtract reveals what outside shape drawn...checking ‘Inverted’ 
inverts i.e makes them do the opposite... 


Applying mosaic effect to mask area for ‘pixelation’ of face to hide details for ‘anonymous’ 
interviews 


Now with the clip selected, find and drag 'Mosaic' effect (the one with 16 LHS and not 'fx') onto screen...Now for some 
reason have to go to Layers panel and click on down triangle for Effects then Mosaic and then Compositing Options and 
click on '+' icon so now have 'Mask Reference 1' as 'Mask 1"... 


‘Mosaic' with the 'fx' icon...it has some really cool looking possibilities can 'delete' away the ones you don't want to 
use for this i.e we only want to pixelate out the face...so click away the other fx and just use 'fx' Mosaic... 


Use adjustment layers to manipulate / animate content non-destructively 


Whatever fxt 
or keyframe 
animation 
you puton 
adjustment 
layer will now 
apply to ALL 
layers below it 
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Or RHMC in an empty area in the LHS of the Layers Panel to open the menu and choose ‘Add New’ > ‘Adjustment 
Layer’ 


Can copy this mask to an adjustment layer for more control etc...and to leave the original layer uncluttered...to add 
and remove 'pixilation’ from the face during clip etc i.e funny, pretend fucked up so person seen ... ooops.... so first hit 
‘Home' to move CTI to start...now RHMC in layers panel and add New > Adjustment Layer and name it 'pixelating mask’, 
then click on down triangle for fx Mask 1 to show 'Mask Path' then Ctrl click on 'Masks' and then 'fx Mask 1' and then 
‘Mask Path' and all the other settings down the list with ‘Compositing Options' down triangle clicked and Mask Reference 
Mask 1 etc, and Copy Ctrl C and past Ctrl V after selecting the layer (renamed 'pixelating mask’)... can now remove the 
masks/effect from the original layer used for tracking...son now have it on its own layer, can add effects etc just to the 
tracking mask ...can now turn of 'Mosaic' fx in original..delete first 'Mask 1' and then 'delete' 'Mosaic' fx...now have 
original track with an adjustment layer on top that tracks the face...can add any fx want to that mask... 


To add grid add new solid blue layer, Copy and Paste Mask from 'Tracking mask' with Mask Path, then draw ellipse 
mask and 'Add' and drag Grid fx over it, adds lines just inside mask...and tracks the face... make sure ‘Blending Mode' in 
‘Grid’ is Stencil Alpha’, Screen, or Add etc...these all seem to work...Now click on the Mask 2 which will have coloured box 
LHS same as lines on screen...in Comp window can move as one unit grabbing any green handle on the green lines...to 
animate the moves, click on down arrow for Mask 2 and click on 'Mask Path' and move the CTI and then the mask to add 
keyframes...Dbl click on mask to change shape with pointer icon...otherwise move it from any point inside shape... 


Scanner effect 


To make scanner effect...add Adjustment layer and draw a mask around the image on layer below (adjustment layer 
transparent), then drag 'grid' fx onto the adjustment layer...as first Mask is 'Add' you will only see the bits of grid revealed 
by the mask i.e covering the face / object you want to 'scan'...now click on rectangle then adjustment layer, and draw a 
rectangle...set this mask to 'Intersect' ...open up this Mask 2 using down triangle and hit ‘home’ to return CTI to 
start...click on 'Mask path' and move CTI to next position for your 'scanner' i.e now move rectangle up using any corner of 
it to next position...AE adds keyframe...move CTI and then rectangle to next position....so you get the rectangle going up 
and down over the image in time...revealing that part of the 'face' mask that lies below it as it moves...and so viewer sees 
bars/grids hovering up and down the face, as if scanning it... move top or bottom bar of rectangle by clicking anywhere on 
the horizontal bar...when cursor turns to a square, corner handles will move entire rectangle from any point...to change 
shape of rectangle using handles, Dbl Click on Mask 2 after selecting ‘arrow' tool...click somewhere else in AE to go back 
to previous mode i.e to move entire rectangle...Dbl click on handles to change shape... 


Kelvin ratings and matching color temperature of all lights in shoot 


Light globes have 'Kelvin' ratings...ensure all the globes in your shoot have the SAME rating ... e.g 4100K energy saver 
Spirals...i.e 'color temperature’...don't mix kelvin temps... 


Use tripod, then add camera angels and zooms digitally within AE 


Use tripod, add camera angles in AE... 


Using width as height 


film 'vertically' i.e camera fixed at 90 degrees on tripod, so you get more pixels / resolution i.e more width than height, 
so use width AS height i.e so before 'correct' most shots laying on side, using up all that pixel real estate most optimally... 


Greenscreening 


Both blue and green great for Chroma-keying, keying out/ making transparent as both colors are furthest away from 
natural skin tones...however GREEN screens have become the norm as sensors in digital cameras work slightly better with 
green than blue...remove all wrinkles from green screen, keeping it tight and smooth...use clips, gaffe tape, etc...perfectly 
flat, there will be none of the shadows you would otherwise get...focus on what is in shot, and don't worry about any 
wrinkles that won't appear in the shot...roll up neatly to avoid wrinkles...Light greenscreen so it is uniform...3 lights: 
position subject directly in front of / facing camera, and place 'key' light in line with camera, but to one side, so it is at an 
angle of about 45 degrees from subject...then place your ‘fill’ light on other side, at an angle of about 90 degrees, 
basically at the side of, the subject, just out of shot...some of this light will spill onto greenscreen to eliminate much of the 
shadow they cast on the greenscreen...the third light is positioned on the same side as the 'key' light, just behind the 
subject, so its primary target is the green screen, to minimise shadows cast by the subject on the greenscreen due to the 
other lights and create an even light across green screen, so we have a uniform green color without darker or lighter 
patches...BUT 5 point light set-up much better...can light subject separately from background, so they have more 
freedom to move around...key and fill lights places at 45 degree angles from camera, facing subject from front...3rd light 
is 'back' or 'hair' light to accent subject...use other two lights to light green screen evenly from both sides, from just 
behind subject, and out of shot, to eliminate shadows and light the green screen evenly... OUTDOOR green screen 
shoots...sun often evenly lights greenscreen, though reflectors can help re-direct it to where want it... 

CAMERA TIPS: set up camera white balance, and use lowest ISO setting possible to reduce noise which increased 
difficulty of keying later...open up aperture as wide as possible, to get maximum depth of field, which will blur out 
background, making it easier to key out blue or green screen background... 
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COMMON MISTAKES: remember ALL green will be removed...including any green clothing etc... 


Blue-Green 2 sided screens best, in case people wear blue or green, can use opposite side 
Reflective surfaces like glasses, glass, watches, can end up with 'green glow' that is hard to edit out 


"Green Spill’ ... make sure subject over 5 foot from green screen, to avoid this 'greenish glow' around edge of subject, 
almost impossible to key out 


Keep subject away from backdrop...aim to have greenscreen looking slightly blurred in original footage... 
Use non-reflective materials for your greenscreen or painting...look for lightweight, and 'rod pocket' to allow to feed 


pole through to hang...machine washable... 


Portable screens have blue side and green side and automatically pop-out taut, without wrinkles...and loops for 
hanging...pre-tensioned wire frame ensure wrinkle free...but can fold down like tent into loop... 


Chroma key Paint latex based with matte finish that absorbs light...use roller or sprayer...one coat usually enough...1 
gallon 350 square feet...paint onto grey background/undercoat ... 


Can buy 'green' full length suits...breathable, stretch, nylon...mesh face allows visibility and breathing... 


Light reflector like golden emergency blankets for warm light...use silver to make eyes pop...black diffusion side handy 
for filtering harsh sunlight... 


AE industry standard greenscreen... 


to make greenscreen ‘blam' go to Effect > Color Correction > Selective Color then go to ‘Colors: and use drop 
down menu triangle to select 'Greens'’, then click on the down triangle for 'Cyan' and use the slider to bump up Cyan by 
100% and increase Yellow by 50%...SO FOR GREENS ONLY THESE TWO ...then go to Colors: and select 'Cyans' and 
increase Black here by 100%...Can then Ctrl D to get more than 100% i.e 3 times until the green really 'pops' like a pro 
screen...without impacting the color warmth or luminosity or colors of actual foreground ... i.e only the green screen is 
impacted...use 'fx' icon LHS of plugins to toggle 'on/off' and see the impact, and do any further tweaking/experimenting... 
Now to Key out the greenscreen, go to Effect > Keying > Keylight 1.2 to open the Keylight plugin...a Screen gain of 100- 
120 good start, and Screen Pre-Blur between 0 and 1, Clip black about 15, Clip white around 75...Screen Shrink by -1, 
Replace method 'Hard Color'...Screen softness 1, Lock Biases together, View ‘final result’ to see how well green screen has 
been keyed out, and foreground etc..... 


Changing 'View' to 'Status' using pull down triangle gives you the best idea of how both the white foreground and 
black background are doing so far...i.e you want them perfectly black and white if you can manage it...grey blotches in 
white area mean transparency i.e background will show through...and same for white blotches in black areas... 


Increasing 'Screen Gain’ can lead to loss of finer details, can recover using Screen Balance.. Open Screen Matte and set 
clip Black to about 25 ... any value below 25 on black to white scale 0 to 100, will be clipped back to zero...and for Clip 
white clips values above the value you set i.e removes any white above this value on scale 0 to 100...i.e dealing with 
borders/boundaries/edges...so black 25, white 75...starting points... 


Return to View Screen Matte for black on white, to see if foreground has any ‘holes’ in it e.g shiny objects or white 
clothing can produce these...to 'fix' this problem, go to layers panel, Ctrl+D on layer to copy it, and on the copy which will 
be above it in the layers, change name to ‘fix holes' and on this layer, change Keylight settings...open up ‘Screen Matte’ 
down triangle and change Clip Black value to 0 and change the Clip White value to 5...just for this layer...and then add 
multiple masks that 'reveal' only the problem areas i.e the holes...and animate them to move with the action...so now 
this layer is only effecting the 'problem areas' and not the rest of the layer below...use a background color so you can see 
the 'reveal' shapes... Now go to Effect > Matte > Refine Hard Matte (for hair etc use Refine Soft Matte) to further improve 
the final product...Zoom in with mouse scroll wheel in Comp panel / preview and make adjustments...use 'fx' icon LHS of 
‘Refine Hard Matte' to toggle on/off for A/B comparison as working...to see what improves what where, conflicts, and 
compromises need to take to get best result...change one setting affects others, so have to keep reflexively adjusting 
each to each...Keep ‘Use Motion Blur’ and 'Decontaminate Edge Colours’ checked... 


KEYLIGHT (1.2) 


Go to 'Effects & Presets' search mask and type in 'Keylight(1.2)...or just 'Keying' and choose 'Keylight(1.2) from 
options...Select background color using eye dropper from 'Screen Color'...look for 'noise' in the now black 
background...open 'Screen Matte’ dropdown menu using triangle...increase value for 'Clip Black’ until the noise 
dissappears...'Screen Shrink/Grow' to taste... use 'Screen Despot Black' and 'Green Despot White' to reduce any spots of 
‘noise’ you notice when 'scrubbing’... 
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KEYING OUT GREEN (or other background color) USING 'COLOR KEY' EFFECT 


Go to 'Effects & Presets' search mask and type in 'Color Key' and Click+Drag 'Color Key' effect onto a layer with a 
single color background, usually a 'green screen’ background...the default 'Color Key' 'Key Color' is blue...so take eye 
dropper from RHS of blue square and click on the background in YOUR footage, in preview Panel, to change it to this 
color....TIP:click the eyedropper on an area CLOSE TO THE SUBJECT that is as representative of the color AROUND 
SUBJECT as possible, as this is the MOST IMPORTANT area you want to key out, and thus need to ‘get right’... NOW 
increase the value for 'Color Tolerance’ until the background color is replaced by black...as you increase the value, you 
will reach a point where OTHER SIMILAR colors within the subject itself, rather than background, start turning 
black...when this occurs, just reduce the value until the colors INSIDE the subject return...NOW increase value for 'Edge 
Thin’ until the thin colored line around subject shrinks back towards the subject...NOW increase the 'Edge Feather’ until 
you get the best result i.e play with feather and thin until no background color visible, while maintaining as much detail 
around the edge of the subject as possible... 

TIP:during clip the lighting may change slightly, making it necessary to adjust your settings, so 'scrub' through the clip 
and watch for any such problems, and adjust as needed...until get something satisfactory that works for the entire 
clip...or break clip up and use different settings for each section, by using keyframes, or splitting the layer ... 


Toggle for ‘Transparency’ 


Along the bottom of the Preview Panel, LHS of ‘Active Camera’ mask is ‘Toggle Transparency Grid’, which you click 
on to ‘toggle’ between ‘Transparency’, with just the grey-white chequerboard, or the background color of your 
composition 


ADDING NEW BACKGROUND 


Import an image or footage, drag into layers Panel...drag it below the greensreened layer, so it is no the background of 
the now transparent subject/object...resize and reshape...consider blurring background to get more depth of field i.e so 
not everything is in focus...try to match perspectives i.e shoot from same level i.e if shot subject from eye level, shoot 
background from same level, so looks like subject COULD have been in frame ... use color correction tools and lighting etc 
to match images if lit very differently, shot under different conditions etc... 


CROPPING 


Often have wrinkles or folds in greenscreen, or bad lighting, or filmed edges of greenscreen, so that green background 
NOT Uniform...So we crop footage so less data to remove background FROM...Make a simple mask and animate it to 
move with subject/object...even a simple rectangle will do, depending on how bad greenscreen was, and how much 
subject moves...keyframe mask...be sure to click on 'clock' icon for 'Mask position’ ... can freehand draw mask...so end up 
using combination of greenscreen (or blue or black background) and masking ... Remember your composition background 
needs to be black so mask and Keylight black same... 


Using ‘Null Objects’ in AE 
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RHMC on empty space in the Layers Panel to open the menu where you can select / click on / choose ‘New’ > ‘Null 
Object’ to add a New Null Object Layer to your Project. You can program animations and transformations to this layer, 
then ‘Pickwhip’ any Layers you want so that they ‘inherit’ the same ‘program’ from this ‘Parent’ Layer. The alternative 
is to add an ‘Adjustment Layer’ which supposedly automatically affects ALL the Layers beneath it, but in my experience 

they still need to be ‘PickWhipped’, so | am left wondering??? 


Null Objects are ‘parents’... you make layer their ‘child’ by clicking on ‘pickwhip' and dragging line from 
child to Null Object layer on LHS of layers timeline. Can have a Null object for each move you want an 
object to do, so can then add different layers to one, or more, or all, of the moves ...e.g have square rise 
up from bottom, then be joined by circle, which then moves right with it across and off the screen, with 
Null object for ‘rising up’ of square, and Null object for ‘moving right which both circle and square 
‘children’ of, i.e both pickwhip linked to the same 'move right across screen’ Null object animation 
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enlarged to show detail: click on 'pickwhip' symbol +drag line out to new 'Null Object’ layer that appears 
N Viewer 


Do this for the shape layer, and any other layer you 
want Null Object transformations to be applied to 


Now we apply whatever transformations we 
want, using keyframes as for any other layer, only 
we there is no content on this layer, and it can be 
‘Null Object a» applied to multiple layers 
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find a high contrast point that 

remains in the shot to use as a 

tracking point e.g ring on finger »  RHSclickon ‘Tracker 
m »'Track Motion’ 


clickt+drag track point onto this 
spot, then click on ‘Play’ in red dot box appears in preview 


‘Tracker’ dialog RHS transport controls thén after click ‘Track Motion’ a 


and AE will analyze footage, and you | be | ‘Track point appears which you 
can resize and move around transport 


can watch tracker move with chosen 
screen to your'tracking point controls 


feature / tracking point 
If loses' tracking point during playback, stop, move back to where ‘lost’ point, drag tracker ‘play’ icon 


back over that point, and click on ‘play’ again, and repeat t his as many times as needed 


“until it tracks the point continuously for as long as you need it to os 
RHMC > New > Null Object use ‘play’ and ‘reverse’ transport 


Can move track frame by frame, moving — eae 
tracking point manually, if this method = i a y 
= click on ‘Apply’ below transport 


doesn't work = 
controls icons to ‘apply’ changes 


Now whatever you link to this ‘null object 
layer will track the points you've just programmed for it then click on 'OK' in dialog that pops up then 


Look for the ‘red box’ in the Preview Panel, which indicates the presence of a ‘Null Object’ on a Layer 


COLOR CORRECTION 


‘Curves’ Effect 
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click+drag on ‘curve’ 
and observe impact on 
colors in footage right 


We can 'correct' the background and/or the foreground (our transparency) so they match...start with 'Levels' 
effect...can add some saturation/color/intensity/sharpness/contrast using the sliders...'Curves' effect similar, using 
different interface...see notes on these effects in 'Color Correction’... 


TIP: Go to 'Window' and click on the LHS box to 'check' any Panels you want to add to the RHS of your AE Workspace 
i.e that are not currently there, e.g 'Align', and then go to 'Workspace' > 'Save Changes to this Workspace’ OR 'Save as 
New Workspace’ OR 'Save Changes to this Workspace’ to save the entire Workspace as a preset so you can always load it 
to have all the Panels you want...and save different Workspaces...they then appear in the list 'Window' > 'Workspace' ... 
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‘Effect >'Color Correction > ii N.B some people use 
‘Curves pa onan ‘Levels’ rather than ‘Curves 


Unrverse Utitres 
Combining multiple clips seamlessly so can use fixed lens, and move tripod, rather than 
zooming 


Create a Camera and add several clips (as Comps) below this camera...enable 3D for each layer and go to Top View 
and ensure object is in same Z depth (0,0,0) for each clip...now hit 'S' to scale each clip so they are all the same size...i.e 


layer them over each other and adjust scale and position etc until they appear to be one object (as close as possible to)... 
Now you can cut between the clips and make it look as if you have followed the same oject e.g person walking / dancing 
with the camera, instead of taken 3 different clips from different points in the moves... write a script / choreograph 
moves beforehand with this plan in mind i.e that you will composite the clips together to produce a flowing single ‘action’ 
/ 'move'... Now go to Layer > New > Null Object to create new layer, activate 3D on it...Parent camera layer to this new 


Null Object layer by dragging pick whip of Camera layer across to name of Null layer e.g name 'Move camera’...now will 
change camera angles at the 'join' points of the 3 clips, to hide edits, make more interesting... maybe zoom right out and 
back in at these points...synch to beats etc...but main point is lets you shoot shorter clips, edit and redo...and move the 
camera with the tripod rather than zoom the camera i.e maintain one fixed lens setting throughout clip without touching 
zoom/lens once set...remember to check the 'circles pumping out' icon LHS of 'cube icon' to enable 'blur', which makes 
digital stuff look better/more real... 


N.B can RHMC on layer name to open up Effect > Keying > Keylight etc...or type in 'Keyl...' in search mask RHS 
Preview panel and drag the effect over to the Comp panel (preview screen) or onto the layer and release... 


Optimal bit depth for each fxt 


With all effects n.b the icon to LHS of effect name...the number is the bit depth the effect works BEST at...e.g Keylight 
(1.2) works best at a bit depth of 32, and so the number '32' is written inside this icon...now click on the Red/Green/Blue 
triangle BLHS preview/Comp panel then 'Set Project Working Space...' to open up the Project properties dialog...and 
check that 'Color Settings' is set to a'Depth: ' of '32 bits per channel (float)... 


Removing all but one color with ‘Leave Color’ effect 


~ = 


= ee 


> 
. 


1 
> 


NN 
— 


A Oo 
SD egy PIT] 3 > BAL sos: ED 28) 


Rendering 


Two ways to render...as | have been doing Composition > Add to Render Queue, and Composition > Add to Adobe 
Media Encoder Queue...check it out, may let me render without using Windows MovieMaker!... 


Reduce magnification to view animation that starts and ends outside of screen 


TIP: Click+drag on blue diamond in timeline to move it..change time at which change will start/end ... 
useful when start of transition is out of frame Le below / above preview screen so can't see ... so adjust 
properties of object in preview window, THEN clicktdrag the blue diamond left or right to where it is now 
OUT of the preview screen e.g for 'growing' objects as move into screen and then out of screen e.g up 
and down, or flying across screen, so move up / down into screen, then down/up out of screen again 
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Click on diamond then Ctrl+C to copy it then Ctrl+¥ to paste it to left or 
right on timeline to ensure NO changes occur during this time i.e have 
same keyframe at two points means between them nothing changes 


When you reduce magnification to e.g 25% can see entire layer and around it for animation that starts/finishes 
outside the screen...N.B that the box with the 'handles' i.e filled rectangles is the actual layer you have selected...can 
resize it with these handles...Shift+drag handles to maintain proportions, and Transform...Anchor Point to show and 
move anchor point i.e where any animation is centred / moves out/in etc from and back to e.g zooming out from this 
point, rotation around this point...Position has X horizontal and Y vertical scrub values....a.k.a layer options...collapse and 
expand using triangle to LHS of layer coloured box RHS of ‘lock’ icon...can click and drag on layer to move it's start and 
end points i.e move entire clip / footage...hit 'l' with layer selected to move Current Time Indicator to end of 
clip/footage...at TRHC is Info panel..shows Duration, and In and Out points i.e start and end points of the selected 
layer/clip/footagle/track...use this to move the track start point to a precise SMPTE position without zooming 
layers/tracks out...this will also show you the new End point for that layer/clip... 
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Spacebartclicktdrag 

to move entire preview window 
around screen (mouse pointer 
replaced with ‘hand’ icon pointer) 


with layer selected in timeline, 
AE shows path and outline of 
objects .. when layer not 
selected, see only outline 


offscreen, AE shows object 
outlines, so can work on 
object transforms / animation 
while ‘out of shot’ for precise 
animation 


Dragging CTI to exact position for editing or adding keyframes 
N.B 3 ways of moving Current Time Indicator to exact SMPTE point...drag it and watch the Blue SMPTE clock at TLHS of 


layers Panel, the white SMPTE clock at BLHS of Comp (preview) panel, or TRHC of AE in 'Info' Panel (click on Tab if not 
active)... 


Move CTI to where you want to add a keyframe e.g the start or end point of your animation...When you click on the 
‘clock' icon AE automatically adds a keyframe at the position of hte CTl...you can add more at any position by clicking on 
the Far LHS diamond icon for that option to LHS of 'clock' icon...can click and drag to move existing keyframes, or hit 
‘Delete’ to delete existing keyframe... any time you add a keyframe, then move the CTI, then change the values for that 
option, AE adds a new keyframe for that option at the CTI position with those new values...e.g new values for opacity, 
position, rotation, etc...and between any two points, AE will program a transition, so the change between the values at 
one point to the new values at the next keyframe will be gradual...can make smoother with 'Easy Ease' /in / out...etc... 


AE adds visual lines when you drag from one Position Keyframe to a new one...Shift+drag to limit the drag to 
horizontal...can then click on 'Graph' icon TRHC of layers panel LHS i.e just before the time-line for layers panel...and then 
add and drag around handles on the animation 'curves' i.e a graphical interface that lets you see what is happening as you 
do it like a graphical EQ...more intuitive to get 'exact' movements/look you want e.g for text to fly in, around, precisely, 
and get it to rock back and forth etc... 


Viewing keyframes for effect, or effect itself 


To view the keyframes for any effect, or the effect itself, in the layers panel, select the layer and hit 'E' key on 
keyboard to view the Effects with the keyframes indicated but greyed out/not active, and then 'U' to view the effects 
AND their keyframes / animation in order to edit them etc... 


N.B if have effects active in layers, but the Effect Controls Panel not visible, look for the Tab in the Project Panel to pull 
down the Effect Controls panel...use >> arrows if the Tab is not visible...click on >> and then the word 'Effect Controls’ if 
Project Tab is active, or >> and the word 'Project' if the Effect Controls panel is active, and you want to use the other not 
currently active... 


Dbl Click on Comp in Project Panel to open it in Comp (preview) panel and to open its layers in the layers panel... 
Null Objects 
Invisible object / layer on screen you attach effects to 
Window>Trim comp to work area 


Drag blue end timeline left to where want clip to end then CTRL+SHIFT+X or TLHC toolbar ‘Composition’> 'Trim comp 
to work area’ and now excess from all layers, to right of timeline end point, ‘trimmed’ and clip remaining after trim is 
zoomed out to fill work area i.e timeline re-expands out, but now with smaller scale 
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New Composition... Ctri+N 


Composition Settings.. Ctri+ K 
Set Poster Time 
Tamm Comp to Work Area Ctrie Shifty 
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Add to Adobe Media Encoder Queue... Cti Alte M 
Add to Render Queue CtrleM 
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Preview 
Save Frame As 


Pre-render... 


Open in Essential Graphics 


Composition Flowchart Ctrle Shift+F 11 


Composition Mini- Flowchart Tab 


drag ‘work area bar from either end to define ‘loop’ playback to save time / frustration 


‘Click + Drag’ on either end of the blue timeline to trim or expand the clip, then drag it to a new starting point as shown 


icetickrdrag text to change 


A 


position on screen and 
position of selected layer 
{text} at this point in time, 
and blue diamond on 
timelinewindow will move 
corresponding to this 
change 


clicktdrag keyframe to change position in 
timeline and position of selected layer (text) at 
this point in time, and ted lines in preview 
window will move corresponding to this change 


2.5D e.g ‘InfoWars’ ‘cube’ 


2D in 3D environment is 2.5D e.g Info Wars 'cube' icon is just two 2D layers angled and positioned to look like the 
corner of a cube, and then rotated... Vs actual 3D... 2D layers (cube icon column not checked) have typical 2D Transform 
options...when check the cube column, have more options...e.g 'Material' options, and the 'Transform' options are 
extended to include X,Y,Z orientation and rotation...can use extrusion if activate cube icon column in 'materials' ... and 
then locate 2D objects in 3D space i.e 2D background with two other 2D layers angled and lighted/camera'd to appear as 
if one single 3D object moving in 3D space... 


true 3D made in AE using Cinema 4d ... will appear in layers as a .c4d clip e.g logo.c4d...created in bundled plugin, but 
appears in layers as if a 2D layer... 


N.B green line growing to Right across layer / clip is AE Ramming up...if hit 'spacebar' it will keep cycling through 
already 'RAMmed' part of clip... 


Each layer has ‘Transform’ options 'Anchor Point’, 'Position’, ‘Scale’, 'Rotation’, 'Opacity'...each can be animated by 
clicking on the 'clock' icon to LHS of the option... 


MHR write lots of TROONATNOOR text, then fade in a mask with TROONATNOOR i.e so looks as if text resolving to the 
one word... and also 'BE-LIE-VE' same... 


AE designed as link between Photoshop and Premier Pro... 


Elements (video footage, audio, effects etc) nested in ‘composition’ a.k.a ‘comp’ 


A'Composition’ is a set of layers e.g video footage, audio, effects, images...the elements are nested in one 'Comp' ... 


Click on the Comp name in Project Folder (or layers for Precomp) panel to open all the panels for that comp in the 
layers panel... 


Adding a new folder to a project 


Click on the ‘folder icon' Bottom of Project panel to add a new folder to the Project, rename it, so can have more 
overview when using many elements...The top folder in the Project Panel contains the first Composition, with a 
red/green/blue icon to LHS of Comp name...click on this Comp name and under 'Project' at top of Project panel you will 
see a thumbnail of the comp, and details of its resolution e.g 1280x 720 (Full HD) and the frames per second e.g 23.976, 
and the duration of the clip in SMPTE... 


Current Time Indicator 


The current position of the CTI (Current Time Indicator) shows the current SMPTE position at the BLHC of the comp 
panel...can scrub CTI and view in Composition Panel as move CTI...CTI is point where new keyframes automatically added 
when you click on the 'clock icon’, or after you move the CTI and change the current settings, or manually add a keyframe 
using the diamond icon... 


Blend Modes or 'Mode' column first to RHS of layer name...use 'Toggle Switches/Modes' if not 'showing' ... to 
'show/hide' the two different sets of columns in AE layer panel... 


Blue line around a panel indicates it is ‘Active’... 
To hide / close a panel, click on the 3 horizontal bars icon to RHS of Panel title/name... 


To change the Workspace, use the Workspace mask/pull down triangle at TRHC of Comp panel...if you have been 
using e.g Standard, and have changed it, to reset it back to its default you need to choose last option in pull down menu 
list i.e ‘reset’... 


Switches / Toggles 


'Switches' include 'fx', cube icon, alien head icon, leaning bar icon, sun icon and motion blur icons...i.e columns headed 
by these icons...you check the box under the column to enable that 'switch' e.g enable 'fx'(fx text icon) for that layer, 
motion blur (circles icon), or 3D (cube icon)...and 'Parent' column for 'parent-childing' layers... 


AE uses two types of 3D...2D elements in 3D space (like Info wars cube icon rotating) using the 'cube icon’, and actual 
3D elements which are imported as 3D elements, using cinema 4D lite which comes with AE.... 


Often have several Compositions within one project...use folder icon, and drag elements into folder... Composition > 
New ... chose HDV/HDTV 720 29.97 preset from 'Preset' pull down menu triangle...gives Width 1280 and Height 720 
Pixels (px)...Frame Rate of 29.97 ... and can set duration now or later i.e using Composition Settings... The new comp 
appears above the original comp with name you gave it...with red/blue/green icon to LHS in Project Panel, and above this 
is the Project thumbnail with settings details e.g fps, duration, resolution...Each comp made up of its own layers...so 
initially it will be empty/black/bg color you selected...to delete a comp, drag it into the trash can icon at bottom of Project 
Panel... 


Often you will have elements with different fps, resolution etc...to overcome this and ensure all the elements have the 
same resolution, fps etc, drag an imported element in the Project panel down to the icon to LHS of the blue 12 bpc (e.g) 
text at bottom of Project panel, and release it in the icon...AE will add a new Comp in the same folder as the element, 
with a red/blue/green icon to LHS of the same comp name as the element e.g cat.mov will become 'cat' comp...in the 
same folder as the cat.mov element... 


Can Dbl click in empty part of Project Panel to open Import File dialog ...navigate to the folder/file you want to 
import...at bottom can Import As: Composition-Retain Layer Sizes and click on ‘Open’ ... now have a new Composition 
with all the original layers from your imported file...with comp name of the file imported e.g a Photoshop file with many 
layers...Dbl click on Comp name in Project Panel to open up that Comp in the timeline , layers panel, and in the comp 
panel (preview)...with the Tab outlined in blue along with the layers panel...to change to another Comp in the project, 
click on the Tab for this comp at TLHC of layers panel... 


when using the zoom e.g 25% menu at BLHC of Comp panel, if the layer you are viewing is smaller than other 
background layers, boxes will appear around the previewing layer to indicate this...e.g if the resolution of that layer is 
lower than the resolution of layers below it or above it in the Comp selected...can click on those layers and move / resize 


them without viewing them...i.e preview current layer while moving other layers around screen behind / in front of it...if 
layer has comp icon, can Dbl Click on it to open that Comp within the Project... N.B that the Tab at TLHC of layers panel 
does not appear unless you have Dbl Clicked on the Comp in the layers panel...then to return to other Comps in the 
Project, go to LHS and click on the Tab for that Comp... 


Adjustment layer ... Layer > New > Adjustment Layer or RHMC New...like an Auxillary channel ... whatever do to this 
layer will be done to any layers 'beneath' it... (same in PhotoShop)...any layers 'above' the adjustment layer will be 
unaffected...can use many Adjustment layers, and anything done to each will only affect the layers beneath them... color 
correction often applied to multiple layers using this technique... 


Composition > New then click on LHS panel 'Project' Tab and the comp will open...can now RHMC and import files... 
Ctrl+N gives you a new Comp...a new comp Tab at top of the Comps panel BLHC... 


In Roto Brush lets you Reduce Chatter, Use Motion Blur, etc...Choke brings outline closer/further to/from image 
boundary...Refine Matte has Decontamination which lets you reduce any background pixes that are in the foreground i.e 
your selected 'Matte' i.e rotobrushed area...'Use Motion Blur' gets AE to improve any motion blur...drag panel RHS to 
reveal the options texts...e.g View Decontamination Map is last ... if tracking is lost i.e no continous pink line...go back to 
where tracking lost, click on Rotobrush tool icon again and redo the rotbrushing at this point...repeat as needed... 


Precompose ... (nesting / grouping)...get number of layers to work as one layer...e.g auxillary track in audio...Click on 
first and Shift+click on last in series, or use Ctrl Click to add more and more to a group of selections...then go to Layer > 
Precompose ( Ctrl+Shift+C) ... rename new Comp i.e name of the new group ... and leave 'Move all attributes...’ checked 
..use logical name e.g 'scanner precomp'’...All the layers in that precomp group are now replaced by the one ‘Scanner 
Precomp' layer in the layers/comp panel, and in the Project panel there is now a new 'Scanner Precomp' composition...it 
contains all the layers/elements you grouped with the Precomp ... so now can run a mask up and down the ‘Scanner 
precomp' i.e animate it as a whole...as a group...now check box RHS of layer name under 'sun' icon so the text RHS of 
‘Layer Name' at Top of layers panel changes from 'Continuously Rasterize' to 'Collapse Transformations'...dbl click on the 
Scanner Precomp layer name / icon i.e colored square LHS of precomp layer name to open up the Pre-comp to show all 
the layers in it / e.g tracks in that group...now new Tab for 'Scanner Precomp' appears to RHS of top of Layer panel...now 
enable 'Continuously Rasterise' for each layer so the 'sun' icon appears under the 'sun icon’ column RHS of layer 
names...can check one box, hold mouse down and drag up across all the boxes to check them all...make any changes by 
clicking on the ‘Scanner Precomp' Tab, then click on the Original Comp Tab LHS of it to work on the Precomp as a 
whole/group... 


when using 3D Camera Tracker it produces colored markers...if click e.g in layers panel, these dissappear...to get them 
back click on '3D Camera Tracker’ text in Project Panel i.e when ‘Effect Controls' Tab enabled...If ‘Average Error’ is close to 
or above 1.0, click on ‘Advanced’ down arrow and check 'Detailed Analysis’... There are 3 'Solve Methods’...the default is 
‘Auto Detect’, but you can help AE if you understand what sort of footage you are dealing with e.g Typical, Mostly Flat 
Scene (e.g person standing with a wall as background), or Tripod pan (no movement of footage as camera fixed)...hover 
mouse over markers and red target will appear...Scrub value of 'Target Size' in Project Panel / 3D Camera Tracker panel to 
change size of target...click on any point and 3 point 'target' will appear i.e triangulation of 3 yellow squares...can 
Shift+Click on markers to add more yellow points...RHMC and select 'Set Ground Plane and Origin’ to set the 0,0,0 anchor 
point...then select 'Create Solid and Camera’...two new layers appear...Track Solid 1 and 3D Tracker Camera...can 
playback and watch the solid tracking... 


To change color of solid click on color square marked 'Fill' at top of screen? or Info TRHS of screen? 


If any file is missing from your comp, you will see the color bars instead...go to the search bar in the Project Panel (the 
search 'lupe' icon) and type in word ‘missing’ and it will list all the missing effects, fonts, and footage...click on footage if 
missing a clip, and RHMC on the ‘italicised’ file name with the color bar icon next to it and select 'Replace Footage’ > File... 
then navigate to find the file on your computer, and click on it...so it becomes re-linked and file name returns to normal... 


Importing fonts to AE...go to ' dafont.com ' and select a font...can preview the font by typing in the 'Custom preview' 
mask TLHC ... click on 'Download' button RHS ... open the download and click on the files ... will be a file for png, otf, italic 
etc...the ' otf ' file is the normal font...click on that otf file to select it...then click on ‘Install’... keep the font name in mind 
so you Can now go and use it in AE... Now in AE layers panel RHMC 'New' > 'Text' ... and type in the name of the 
imported/installed font in the font search mask, and load it ... 


AE has great plug-ins for Green Screening that turn your crappy green screen into a more professional one...problem 
with using Effect > Color Correction > Curves, whatever changes you make to make the green screen more professional / 


efficacious, effects your actual foreground also... so... 


Go to Effect > Color Correction > Selective Color ...keep 'Method' at 'Relative, and change ‘Colors: ' mask to 
'Greens'...use 'fx' icon toggle to AB compare...experiment...e.g start by increasing Cyan to 100% and Yellow to 50%, and 
see the green background start popping out / becoming more like the professional bright green screen look, without 
changing the foreground too much...then change 'Colors:' to 'Cyan' and push 'Black' slider up to 100%... Can get MORE 
than 100% by duplicating same effect i.e adding it again to same layer (like with EQ)...again go to 'Greens' and increase 
‘Cyan’ by 100%, and 'Yellow' to 25%... now have much brighter greenscreen while luminosity and color temperature 
remain unchanged... 


Now go to Effect > Keying > Keylight (a plug-in?)...use eyedropper to select your greenscreen background and drop in 
box to set 'Screen Color'...Change 'View' to 'Screen Matte' for editing the settings... and push 'Screen Gain’ right up until 
the entire background from mask to edges is the same black...e.g 210, experiment until bacground all single shade of 
black...have check box underneath checked and set to 'Unpremultiply'’...set ‘Screen Balance’ to 50...push 'Screen Pre-Blur 
to 0.5...click on 'Screen Matte' and adjust 'Clip Black' to e.g 15, so edges of preview screen totally black...and 'Clip White’ 
so that the white mask of your foreground is completely white, e.g 78...g0 to 'Scrren Shrink/Grow' and set to e.g - 
1.0...and set 'Screen Softness' to e.g 0.1...and go down to 'Replace Method' and select 'Hard Color'...now go back up to 
'View' and select 'Final Result’ to see how it turned out...then click on 'checkers icon’ LHS of ‘Custom view' RHS of 'Full' at 
bottom of preview screen panel to the background dissappears i.e png background...then add a solid layer to see how 
your new greenscreened-out foreground looks with a background color other than black... 


White or metal can reflect light...so will need to use some tricks from 5min on in video...so best avoid reflective 
surfaces if can...?? 


Roto brush can be used if no green screen footage...N.B MUST HAVE HI DEF GOOD CONTRAST, WON'T WORK ON MY 
CRAPPY WEBCAM FOOTAGE...removing background so only have what want from footage...first dbl click on layer to open 
the layer in the preview panel...then click and hold on the 'roto-brush' tool i.e a little person standing on a big brush...so 
have green circle cursor...draw rough green outline of what want to isolate from footage and complete a loop...then 
release...and fine-tune the selection which is now a pink border... Holding down Alt key changes cursor to RED...use to 
delete parts of selection... go across top of screen to 'Brushes' Tab just under 'Workspace' menu tab...and click on 
‘Brushes' Tab and select a finer or thicker brush / tool ...use big brush size like a big red eraser just to wipe off any parts of 
screen don't want in selection... Ctrl + drag mouse out or in to make tool/brush/cursor area bigger or smaller...click 
between layer to edit, and composite, to see the final product...may have to use >> scroll on TRHC of preview panel to 
toggle between layer and comp i.e reveal comp tab if layer name long... 


AE set up to use normal Fn keys, and extended keyboard keys...so reset them to default if you have changed their 
functions... 


Use masks to 'draw' lines linking stuff, and then 'reveal' them over time, so looks like they are being ‘drawn’... or to 
‘draw' 'frames' around objects e.g picture frames / targets... 


Motion Tracking ... Select clip, then click 'cube icon' box to enable 3D...then move the blue point till it is in the middle 
of the object in the clip you want to synch other stuff to i.e track too... type in '3d Camera tracker...' in RHS ‘Effects and 
Presets' search mask and 'Perspective' > '3d Camera Tracker' appears...select the layer/clip/footage you want your text / 
masks to 'track' to i.e synch up with, and then dbl click on the '3D Camera Tracker’ to add the effect... tracking works best 
on footage with high contrast, so may want to increase contrast while adding tracking, and then toggle the effect 
off/remove it, when rendering...it will 'Analyse the background' (step 1 of 2) ... while it is doing this you may want to 
select a Shot Type different to the default e.g if your footage is not static i.e zooms in, select 'Variable Zoom’...and then it 
will ‘Solving Camera (step 2 of 2)... and add lots of colored 'tracking points'...scrub through the footage and see which of 
the points remains on the object...and select a few of these as your tracking points...select one then hold Shift and select 
2 more, and a red target appears...this is what your text etc will track / synch to ...now with red target showing RHMC and 
select 'Create Null and Camera’...a red dotted box will appear around your tracking points...this will be the area used for 
tracking... 


Click on 'T' TLHC to add text layer...click anywhere in preview panel and type in text...to attach text layer to the 
tracking points, check the 'cube icon' box to activate 3D for the text layer, then drag the pick whip down from the text 
layer to the 'Track Null 1' layer name LHS ...so now the text layer 'Parent’ is '2.Track Null 1’... 


To get a text animation where the text runs through random letters, like at an airport, or a robot scanning a target, 
select the text layer, click on the 'Animate' arrow, and select ‘Character Offset'...Alt+Click on 'Character Offset’ clock icon 
and writing time*5, which gives a nice random change speed...and a nice speed of random changes...You can chose to 
have it resolve from the start i.e the first correct letter to 'fall' in the tumbler to be the first, or from the end i.e the first 
correct letter will be the last, and move back to the first... e.g to make it resolve from the first letter, chose a CTP for this 
to start, scrub the CTPM to this time, and click on the 'Start' clock icon and scrub a value of '0', then scrub the CTPM to 
where you want the last letter to be correct, and scrub the value to '100', AE will automatically add a keyframe at this 
time...then scrub the CTPM and watch the letters 'correct' from the first to last between these keyframes... if you want it 
to start at the last letter, and work its way back, then do the same using the 'End' clock icon, ... scrub the End or Start and 
watch the red vertical marker in your text move backwards from the end or forwards from the start, and back again, as 
you scrub back and forwards, to get an idea of what you are doing / programming .. 


To get it to start correcting from front, first set 'Start' value to 100% without clicking on the ‘Start’ clock icon, then hist 
hte 'End' clock icon and set the 'End' value 0 at point want this to start, and value of 100 where you want it to end...you 
can then get it to 'undo' and reverse i.e go back to random letters by adding another keyframe later on with a '0' value ... 


To get letters to start correcting from last letter, set the 'Start' value to '0', and click on the 'End' clock icon and make 
the first keyframe '100' and the keyframe for the last (first) letter 'O'... 


to 'draw' lines add a 'solid' layer...and call it ‘line 1'... check the 'cube icon’ 3D box...make sure all the layers have the 
cube icon checked...and click on the 'Composition' Tab in the preview window (not layer Tab)...use top and side handles 
to reshape layer into a line, then scrub the ‘Orientation’ values i.e horizontal, vertical, and angle to position your 
lines...Ctrl+D to copy the layer and add angles i.e more lines...hit 'Y' to move anchor point of layer/line... 


To get it to start correcting from the last letter, 


Can 'freeze-frame' any frame in a video...so it 'holds' on that image for as long as you want e.g my logo at end of a 
clip...select the layer, then go to Layer > Time > Enable Time Remapping (Ctrl+Alt+T)...AE places a new property 'Time 
Remap’ under the layer...with two keyframes already in place showing the start and end of the layer...zoom right in to the 
single frames, so can add two keyframes just one frame apart, and so 'freeze' the frame where the first of these is, for the 
duration between the two...for now you click on the second you added, and then Shift+Click on the last keyframe, so that 
you have selected both, and can drag them in synch, extending the duration of the freeze frame for as many frames as 
you wish...the slope of the line before and after the straight line you are adding to the graph will remain constant...so you 
will now have a frame frozen for the number of frames/seconds you chose, without changing the speed of the clip before 
or after this...the 'end point' will simply extend beyond the end of the clip...you may have to extend you clip in 
‘Composition settings' to accomodate your 'frozen' frame...if your composition was not originally shorter than the 
Composition settings...you drag on the graphical interface handles right and left to freeze, down to slow down, or up to 
speed up time ...i.e steeper slope = faster, flat = frozen time...n.b while the keyframe squares are yellow, they move in 
synch...to unsynch/ungroup them, click somewhere else in the graph so they return to the normal blue color and size, 
then drag them individually to make the graph steeper etc...to add keyframe squares on the graph, move the CTPM to 
the time you want the keyframe added, and click on the usual keyframe diamond on the LHS of the layer...to delete an 
existing keyframe on the graph, click on the keyframe on the graph to select it, and hit 'Delete’... interestingly if you move 
a keyframe lower than the previous one i.e a downslope, you are reversing time at the speed of the slope ..so it is easy to 
‘rock the cradle’ back and forth ... 


To open any effects on a layer, select/click on the layer name LHS and hit 'E'...then to toggle fx on/off, e.g for A/B 
comparisons etc, click on 'fx' icon RHS of layer names...or in Effect Control panel TLHC on LHS of fx name e.g CC Kaleida... 


Motion Tracking is having something on one layer track something on another layer i.e move in synch with it... need at 
least 3 layers...a solid(layer) e.g text/icon/object tracking to a background layer e.g something moving around on the 
screen, and a null layer... so null layer first (top layer), text second, you talking third (bottom layer)...go to Window > 
Tracker to open the 'Tracker' panel...select bottom layer i.e action video want text to move in synch to part of...click on 
‘Track Motion' tab in Tracker panel...drag over the new grid that appears in the center of the preview screen to select the 
‘tracking point' and move it over the point you want to track...e.g guitar...you can resize the inside and outside box...the 
inner one tracks, the outer one is ‘search area’...go down to ‘Analyse’ area and click on 'play' button i.e 'Analyse 
Forward'...and watch and see if it tracks the object correctly...it will draw a keyframe path...if any of the keyframes are in 
odd places, just delete them, and so edit the path the tracking object will follow ... now click on 'Edit Target’ button in 
Tracking panel...check it is the right layer e.g 'Null 1' ... then go back to Tracker panel and click on 'Apply' button and then 
'OK' in the dialog that pops up...now hit 'P' with Null 1 layer selected and see that a whole bunch of keyframes have been 
added to 'Position' on the Null 1 layer, and the bottom video track has 'Motion Trackers' and 'Track Point 1' etc...Now to 
get the text to follow the tracking point, click the down triangle in the 'Parent' column of the text layer and select 'Null 1' 


as the parent...so '1.Null 1' appears now as the parent in the box... 


N.B when open new AE project, have to also go to Composition > New Composition or Ctrl+N to be able to add layers 
etc ...standard HD settings are Width 1920 px and Height 1080 px...frame rate 23.976 for U.S...can determine a 
background color and duration i.e make long enough...I've extended, but some say it is problematic therefore err on side 
of longer than shorter... 


Can always go back to Composition > Composition Settings to change the background color of all the layers e.g default 
black...can be ANY color ... 


Lights make difference between pro look awesome and mediocre...first convert layer to 3D by checking 'cube icon' box 
RHS ...Layer > New > Light ... adds new Light layer with own properties...Have many options of 'Light Typel:' e.g 
'Spot'...the Spot-light has a 'cone' shaped icon ... and TRANSFORM properties specific to lights e.g 'Point of Interest’ (what 
it is aimed directly at), Position (from where the light is located in relation to this 'Point of Interest’, X,Y,and Z rotation, 
and Orientation...and animate these properties attributes i.e values...Light layers have other 'Light Options’ specific only 
to lights...e.g Intensity, Color, Cone Angle which narrows/lengthens or widens/shortens cone shape e.g from Bass cone to 
tweeter shape so changes light thrown from tight laser pointer out to indirect diffuse ambient light source, Cone Feather 
at zero gives crisp edge like cookie cutter, higher values give more natural fade in from dark to light i.e gradual transition, 
Shadows (if 'Casts Shadows’ box checked in initial 'Light Settings' dialog), etc... 


For Shadows ... drag a clip into 'new comp' icon B Project panel LHS 8bpc blue text...RHMC New > Text add text.... 
RHMC New > Light and use any but 'ambient'...check 'Casts Shadows' box...click 'O.K’...click 'cube icon' 3D boxes to enable 
3D...then go to the text and background layers below the new 'Light 1' (rename to 'shadow thrower which is the reflex of 
‘light bringer’) and click 'Material Options' down triangle and scrub drag value of 'Accepts Shadows' and ‘Accepts Lights' 
both to 'On’...go back to ‘Light 1' layer and click on 'Light Options' down triangle, and scrub values to increase ‘Intensity’, 
and decrease 'Shadow Darkness’, adjust 'Shadow Diffusion’ to around 12 pixels to give more natural looking shadows... 


Parenting lets you 'group' layers and apply attributes,fx etc to them as a group...can do this manually using the down 
triangle in each 'Parent' box to RHS of layer name (if toggled using B panel 'Toggle' or hotkey) to select the name of the 
layer you want to become the parent to each track...or by click+drag on pick whip to make line between pick whip of 
‘child' and layer name LHS of 'parent'...see notes elsewhere... to RHS have 'Parent' box ... N.B that can change attributes 
of 'child' without affecting other layers...but any changes made to a 'parent' affects all of its children... 


Can draw a path for text to follow e.g sine wave mountains or a circle... select your text layer, click on TLHC 'Pen icon' 
(mask/path drawing tool) and draw the path you want your text to sit on and travel along...e.g sine wave...as drawing 
curves, ensure that to far RHS of tools 'Roto Bezier’ box is checked i.e Roto Bezier is enabled...it gives you nice curves 
which you can play with...click on down arrow LHS of the 'Source Name’ e.g 'Troonatnoor' of text layer want to have text 
following this path on...then down triangle for 'Text' and then down triangle for 'Path Options'...and for 'Path' select using 
down triangle, 'Mask 1' i.e the default name of the first 'path' you draw on any layer with the 'pen tool’ is named Mask 
one and appears as a new property for that layer with its own attributes...now the text will conform to part of the path, 
following its outline...now need to determine at what point the text will begin moving around this path...etc...e.g hit 
‘home' to send CTPM to start and then click on animation clock for 'First Margin' and scrub the value for 'First Margin’ to 
left or right and watch your text begin moving in that direction to the new start point for the text animation... now move 
CTPM to where you want the movement to stop and scrub the value to the other direction and watch the text move to 
that end point...AE should lay new keyframe for it, if not, click on the diamond to LHS to add this yourself...can simply 
move the LHS keyframe to the RHS to reverse the original direction you set e.g clockwise on a circular path... 


'Ramp' (Effects and Presets) is cool way to turn any solid into an infinite background e.g space...can drag top, bottom, 
sides in to determine 'horizon' of ramp...play with tonnes of 'ramp' properties/attributes and animate each... for 'Ramp 
Shape' can select linear, or 'Radial Ramp' which gives you a sphere of different color gradients...can chose start (center) 
and end (outer ring) colors to end up with colored sphere of colored light, or white against grey background etc..radiating 
from center etc... 


Anchor point / pivot point in 3D 'cube' mode ... click on Pan Behind Tool (TLHS under 'Layer' / or hit 'Y'on keyboard to 
change pivot/anchor point i.e Blue point the 3 dimension arrows extend out of...change 'view' by clicking on 'Camera 
Tool’ icon TLHS under 'Composition’ little sphere with arrows icon...then hold to select from options of Orbit Camera 
Tool, Track XY Camera Tool or Track Z Camera Tool... 


with the 'Track XY Camera tool' open 'Transform' triangle to show all the X,Y,Z orientation properties for manipulating 
the layer in 3D... 


To get multiple X, Y, Z views at same time, go to below preview panel and click on down arrow after '1 View' to select 
e.g '4 Views' so you can see from every direction at one time in 4 way split preview screen... 


For motion path ...check have 'Unified Camera Tool’ active... RHMC and add new text layer...type in letter...check the 
box under the 'cube' icon to enable 3D...chose '2 views horizontal’...set one to ‘Active Camera' and one to ‘right’ by 
clicking on the preview screen for each and selecting the Camera view for each...now go to Transform > Position 'P' and 
click on the clock icon...set the CTPM to zero (hit 'Home' key) and move the 'right' view object off screen, move CTPM 
again and move object to new position...etc...click on pointer tool and drag 'Right' view letter with Z axis out of the black 
square...using this tool i.e TLHS arrow icon tool, can drag object around...out to side, back in, and then swooping down 
and towards the viewer like a flying object or roller coaster...move the RHS object/view and use the Left box preview as 
your orientation for what it will look like to viewer... move CTPM each time set new position...N.B there are 3 boxes on 
the vertical red line with a the little blue line/arrow out to the side and a little green line up the red line...grab the red line 
by the middle red square to drag it as you watch the LHS preview to see how it looks, so you get the ‘swoop down, in, and 
up and away over your viewers head ...pull out the red dots and move them around to change the shape of the ‘curve’ ... 
and move the red squares to move the keyframes...watch LHS preview as move RHS... scroll mouse zoom out so have 
room to move the red line way out from the black box...drawing a sine wave from R to L on the RHS gives you a roller 
coaster heading at the viewer...up and down and bigger and bigger, on the LHS i.e what the viewer will see...from Left to 
right ANGLE is bigger i.e closer to viewer, and vertical of curve is vertical position, and Left to right is time...2?? 


using the 'lock' icon LHS of layers panel for each track/layer, means clicking on panel etc has no effect...so locks in 
place, prevents unwanted changes etc... 


Hit 'Y' on keyboard to relocate the 'Anchor point' of text...so it zooms in and out from center...or anywhere else you 
want it, rather than the default LHS of text... 


F9 key to add 'easy ease' to keyframes...so ease in and out of keyframes...speeds up from start, hits top speed mid- 
point, then slows down to stop... 


To get cool 'impact-stop-bounce-inertial stop' add key frames to Scale spacing them a few frames apart... making it 
first overshoot mark e.g final resting position of 100 by a bit e.g 110, then falling back behind rest e.g 95, then returning 
to 102, before returning to final resting spot i.e overshoots mark, bounces back from impact of hit/stop, then settles 
down...makes look like real life movement i.e inertia / bouncing ...so gives feeling of impact/inertia/authenticity... 


Shift+click+drag on shape to make perfect circle rather than elipse...If you add a new mask and don't want it, select it 
by clicking on the new layer 'Mask 2' that appears under Mask 1 in your Comp window LHS tracks/layers, and hit 'delete' 
to delete it... 


2.5 D uses displacement maps...to slightly displace image horizontally, while you do a virtual pan to side, or vertically, 
if panning with the virtual camera up or down...adds a touch of movement to simulate how perspective changes when 
you pan a real camera...then add pins...with one from where you want to move the image e.g between eyes, fairly 
symetrical from viewers perspective, and then 'anchor' the image with a pin at either shoulder and hollow of neck ... can 
then animate slight movements of the head in this way as well...add 'Expansion' in puppet tool to cover any artefacts 
your moves made...use 'U' to show all the pins, and then collapse the pins not moving, then click on pin using to select 
it...drag it and add keyframes...to add displacement map to layer first select it i.e click on the layer name, then double 
click on the Disp > Distort > Displacement Map in Effects and Presets etc...to add disp. map to your selected layer...use 
circle with circles next to 'cube icon’ to add 'motion blur' to the affected tracks...adds realism...now RHMC under layers 
LHS and New > Camera and uncheck ‘Enable depth of field’ as not needed and slows CPU... 


Masking lets you cover up specific areas of screen, or allow only specific areas to be visible...to move mask select the 
e.g 'Mask 1' text under 'Masks' under ‘layername' and Ctrl+T gives you free transform box around mask, so can move 
mask around, shrink/expand, or rotate... Ctrl+T is 'free transform...dbl click somewhere to get out of free transform 
mode...then if you want to, click on the 'handles' to distort the shape...click on 'Mask 1' (rename masks logically) to open 
properties e.g Mask Feather...Opacity e.g so area show/hide is more or less transparent i.e independent of layer/track 
Opacity...100% = totally solid/opaque...0% is totally transparent/seethrough...Mask Expansion will shrink or expand 
original mask, makes sharp corners rounded...RHMC and New > Null Object for the camera...rename 'camera position’ 
and drag pick whip of Camera One up to title 'Camera Position’ and make this new null object top layer the parent of the 
camera so anything done here impacts Camera 1 and '1.Null 1' appears in 'Parent’ column...hit 'P' or use down triangle to 
open up property 'Position' and scrub values to move the virtual camera...adding keyframes to animate / automate 
panning ... want background to pan slower than foreground, to be more realistic...this is why usually they remove the 
foreground image from the image in Photoshop, then fill the background back in, and use original image as two 
layers...scale entire image up if background starts showing when you pan...use 'Luminance' for both displacements i.e 


‘Use for Horizontal Displacement' down arrow select 'Luminance’...set keyframes so her face turns slightly faster than the 
background as you pan the 2 D image...and move in vertical a little to add to realism... 


now add pins...one around mid of forehead and vertical middle of 2 D image (though would not be middle of actual 3D 
image) from where you want to 'push' the head up and down...then add 3 pins, one either shoulder-blade and one in 
hollow of throat, around which the image will pivot, and to stop rest of image from moving...shows up as 'Puppet' fx on 
layer with e.g Displacement map fx...can close pins won't be moving, and animate just the one pin on the forehead, to 
make head tilt etc ... with all these fx find maximum can move before distorts, and work back from there... Puppet Pins 
listed under layer > Puppet > Mesh 1 > Deform > Puppet Pin 4 etc...i.e click on successive down triangles on LHS layers in 
Comp panel LHS of tracks/layers...scrub 'Expansion' up until any 'glitchy' background/sides' dissappear...artefacts of the 
fx...add blurry image in foreground to give even greater illusion of depth i.e movie camera focussed on face, leaves 
foreground and background blurry i.e that art style... 


Pen tool is masking tool...when click on pen tool(under word 'Effect' TLHC AE), or hit 'G' on keyboard... then look 
across to RHC and ensure 'RotoBezier' is NOT checked (if you WANT to draw curved lines e.g around a round object e.g a 
face, then check this box )...with pen tool click to join dots in straight line...click and drag if you want curves...to 
temporarily change cursor to selection tool e.g pen tool to reshape/drag handles around, Ctrl+click and drag... Hit 'V' to 
permanently select selection tool?...Ctrl+Alt+click changes cursor to flying V, and any curve handle you click on becomes a 
triangle corner i.e converts curves between handles to straight lines...to remove handles / keyframes ... when hover pen 
tool over line, plus sign appears, and you can click to add a new keyframe/handle...if hover over existing keyframe/handle 
a minus sign appears, and clicking on that point deletes it... Mask Path lets you animate the mask i.e so it moves around 
screen revealing different things in layers beneath the mask...use Ctrl+T move the mask and add keyframes using 'clock' 
icon... 


Transform property...Position is Horizontal and Vertical (in relation to the Anchor point which is an X,Y co-ordinate, 
Scale is Height, Width...if there is a lock icon before the X,Y blue numbers, you can lock or unlock them together so that 
any change in one will proportionally change the other i.e maintain proportions, or distort e.g make you look thinner and 
taller etc...Rotation is number of full rotations of 360 degrees plus the last rotation in degrees i.e if you don't want the 
rotation to finish where it started e.g to end upside down etc, or at different angle to where started...in 2-D default there 
are only TWO attributes for any property e.g X and Y, horizontal and vertical axis...when you Toggle (use F4 key or toggle 
switch at BLHC of Comp panel)... to show the 3-D options, and check the box under the cube icon to place a cube in that 
box also, to RHS of your layer/track, you will see a THIRD attribute ... Z...which zooms in and out without changing scale 
i.e proportional...if zoom out will shrink layer to smaller than layers beneath it, revealing them...if zoom in will zoom in 
around Anchor...Just below the preview screen is the default 'Active Camera’ with down triangle to reveal the 
menu...select different virtual camera angles i.e how your 2-D flat image would look if you held it up and viewed it 
through a camera from different angles...experiment...remember that Z axis is the direct line between the camera/viewer 
and the picture facing them...so if using the default 'front' camera, Z zooms it in and out...but if using e.g ‘Custom View 3', 
the angled image will move along the axis between the image and the virtual camera / viewer off to the BLHC, and 
changing the value of this attribute Z will move the image down to the LHC and up to the RHC... on the screen colored 
lines indicate each axis...Z is BLUE, X is RED, Y is GREEN...can now rotate left and right around Z axis, like a spinning 
top...or around the X axis, like a screw, or the Y axis, like a person doing a somersault/roll...cool way to introduce new 
layers i.e flying in and spinning in 3-Dimensions...n.b default Camera is 'front'...if you want to see the 'spinning' from the 
top, as it would look from the top, select 'top' etc... 


Separate Dimensions 


RHMC on ‘Position’ to ‘Separate’ the X,Y and Z values, so you can, for 
example, paste an expression onto JUST the Y value, independent of X 
&Z. Click on ‘Separate Dimensions’ list that appears 


Add Keyframe 
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To make simple frame, add new layer of solid color and chose the color you want...if you want a 'wooden' etc frame, 
open a texture layer, and name it 'frame', then use mask to draw a shape for the frame, and select 'Subtract' from this 
masks first pull down menu (default is 'Add') e.g inverted etc so shows inside of mask rather than mask itself...can RHMC 
on name 'frame' LHS frame layer and go to Layer Styles > chose from Drop Shadow / Inner Shadow / Bevel and Emboss / 
Satin/ Color Overlay etc...to make the frame more interesting... Toggle using ‘Toggle Switches/Modes' so can add 'cube' 
icon beneath 'cube' icon to make the layers 3-D so can use 'Cameras'’... then RHMC under layers and chose New > Camera 
... chose settings for and O.K...then RHMC under layers and chose New > Null Object ...so now have a new camera layer 
and a new Null layer...rename it 'camera controls'...make it 3-D layer by checking / adding the cube icon RHS...drag the 
pick whip tool from camera layer to name 'camera controls' so that now the camera controls layer is the parent to 
camera 1...and 1.Camera 1 appears under 'parent' column RHS ... now ‘lock’ icon the camera i.e check box under 'lock' 
icon column... now in this example we want to place one photo against a textured background (lowest layer), but have 
that photo 'framed' by several different frames, so that effect will be as if we took several copies of the same photograph, 
then carefully arranged each so that in the collage of them we get to see the one whole image, made up of parts of each 
copy...so go to the 'frame' layer and 'Transform' it so it is small enough to Ctrl+D several copies and fit them all within the 
one photo...then check the '3-D cube icon so can rotate each differently, so looks like you threw down a bunch of photos 
onto the table and rearranged them to show the one full photo...remember that when you Ctrl+D duplicate a layer, it 
appears exactly on top of the original, so you have to drag it off the original to reveal it to be a new copy...now Ctrl+D the 
original image as many times as you have new frame layers, and drag each above its respective frame...now for each 
photo take the 'pen icon tool' a.k.a 'mask pen' and draw a mask i.e the four points of each frame, so that now all you see 
from each copy is only what is inside the frame...solo each layer to check you have it right...then unsolo...then use pick 
whip of each photo copy to parent it to its respective frame...we can then animate the frames/photos so they appear to 
drop in from all sides, as if thrown randomly, and just happen to ‘land’ in the perfect position we want them ... set 
keyframe for ‘final’ i.e your original position, then move CTPM to where you want the photos to appear to fly in 
from...and once you have dragged the image out to where you want it, add keyframes for this position and specify how 
many rotations you want between this point and the start point...to determine how many 'spins' and from which 
direction the photo appears to fly in from...Go to the top layer 'Camera Control' and add some 'randomness' 'organics' 
using 'wiggle'..Alt+Click on 'Position' to open text wiggle(1,50) and change values to get look you want i.e shaky hand-held 
camera...can animate this camera angles etc...zooming in and out and moving around...can drag the layers left and right 
so that the different copies start moving in at different times...RHMC on copies and chose Layer Styles > Drop Shadow to 
add some shadows ‘underneath’ each frame i.e give each 'copy' more 3-D look i.e like real individual photos that have 
been thrown down onto a table...click on 'Drop Shadows' triangle to pull down menu then increase the ‘Distance’ 
between the photo and the table / photo beneath it...Once have the drop shadow effect you like, playing with the 
settings, Ctrl+C on 'Drop Shadow' to copy these settings to the pasteboard, then Ctrl+Click on all the other copies to 
select them all, and then Ctrl+V to paste the 'Drop Shadow' effect onto all of them at once...hit 'U' to close all the 
properties i.e collapse all layers... Once have the comp how you like it, click and drag the Comp down into the New Comp 
icon bottom of Project panelLHS of 8bpc text, so it builds a new comp from it...so now you can work on this comp as a 


unit (rather than hundreds of layers) ... rename it logically...click on this comp name in the Projects panel to open it in the 
comp's / tracks panel...use this to add music, color corrections etc i.e apply to entire comp...easier to work with... go to 
New > Adjustment layer and name it 'color correction’ or 'soundtrack' etc... 


‘Handwritten’ fx...add white solid background...click on 'T' text tool icon, and write text on the layer that appears 
above the solid layer... then click on the 'Pen Tool icon’ or hit 'G' ...now use mouse scroll wheel to zoom right in to make 
the 'drawing' easier... 


with this pen icon tool carefully draw ‘splines’ ... make sure your lines are all red...lines NOT red are not joined and will 
NOT work with this...undo or start again, ensuring all / every / next line is red and therefore continuous path...any other 
color won't do the trick !!! 


add the splines then move them so that the red lines are all within the text...and you have lines outside the text which 
reveal nothing, but will let you continue the lines to the next bit to be revealed, following the movements your hand 
would make if you were writing, so the text reveals ‘naturally’... 


n.b what we are doing is drawing a path that another tool will follow to do a reverse mask i.e an un-masking 


to get this other tool go to Effect > Generate > Stroke...and scrub drag the ‘Brush Size’ value until the text totally 
dissappears from your preview i.e is completely masked ... i.e the tool changes the spline lines /mask lines into brush 
strokes of whatever thickness you determine with ‘Brush Size’.. 


(NOTE change nothing else in ‘Stroke’ apart from the 'Brush size' i.e leave Opacity to 100%...so it is either completely 
masking or revealing at all times...we are just moving the reveal point over time, like the ink leaving the pen tip and going 
onto the paper...do NOT touch any other settings) 


Now click on the 'Start' clock to activate it...Now select the text text track and move the CTPM to zero i.e hit 
'Home'...Then click on the clock icon to LHS 'Start' property in 'Stroke' then hit 'U' to show/toggle on the 'Stroke' effect 
and the only property (other than Brush Size) you are playing with i.e 'Start' will show...move the current time position 
marker to the start, and scrub the value to '0', then scrub the current time position marker to where you want the 
‘writing’ to be completed, and scrub the value to '100'... or simply drag CTPM to start, scrub value to zero, and hit clock 
icon, then scrub the CTPM to the where you want the writing to complete, and scrub the value to 100...AE will 
automatically add a keyframe i.e any time you hit that clock icon AE adds a keyframe ... then any time you have moved 
the CTPM and change a value, a new keyframe with that value is added... 


what you are doing is telling AE to 'unreveal' the text starting at the first pixel, removing the mask from the first pixel 
on, in a linear fashion as you go forward in time, like someone writing very smoothly and consistently... 


Scrub the CTPM back and forth and watch your text being 'written' and 'unwritten'...good effect for a video on the 
‘Constitution’ and your 'Rights' being unwritten!!!... 


Remember what you are doing is removing the mask, i.e un-masking or 'revealing' the text bit by bit over time...at 
every point it will be either 100% concealed or 100% revealed, so no need to change anything at all but the 'Start' 
values...leave Opacity at 100%... 


N.B if you want to simply use the font as a rough guide, so that only the actual spline lines you drew appear as text, 
then change the 'Color' so that it 'writes' only what you have actually 'drawn' in that color...you can then move this text 
indepenently of the background font...change that font's color to the background color and it dissappears...but you have 
to reverse the keyframes for 'Start' so now you are actually drawing/writing with the brush, rather than 
revealing/unmasking with the brush...you are using e.g a 'red' brush/mask to write instead of using 
unveiling/unmasking/removing a white mask... 


n.b icon of circle with other circles above it i.e like 2D image of slinky, is for ‘blur’... 


Can do some editing in AE e.g Edit > 'Split Layer' or Ctrl+Shift+D after which AE will add a new layer/track with the 
before split point on it...(Vs simple 'S' in Vegas!) (or Cut Ctrl+X, Copy Ctrl+C, Paste Ctrl+V, Duplicate Ctrl+D) ... n.b De- 
select all is Ctrl+ShifttA Vs Select All Ctrl+A... 


can insert a layer on the top layer, at the point of current time indicator where you 'split' the earlier layer using the 
‘Ripple Insert Edit' just RHS of SMPTE clock under time line under preview window when you first import/preview a 
clip/file that you have not yet added to your composite... the 'Overlay' icon next to it will simply place a new layer starting 
wherever the current time indicator is...once you use one of these icons the timeline and these icons dissappear and the 
preview window shows the comp again... 


Motion sketch lets you draw animation lines ... go to Window > and ensure 'Motion Sketch’ is checked, so that the 
‘Motion Sketch' panel is open on/in your AE Workspace / AE window... look to see where it appears, maybe BRHC and 
click on 'Motion Sketch’ Tab if it appears in same panel as e.g 'Paragraph'...ensure presets are 100% capture speed, 
Smoothing 1, which means you will get animation curves very precisely related to what you draw, probably too many, 
and too complex...so can set the 'Smoothing' before drawing...in the 'Motion Sketch' Tab...using the value scrub 
'Smoothing'...to around 50 to start with, to get a simpler motion sketch / animation curves)..., and Show:'Wireframe' is 
checked...click 'Start Capture’ button so mouse pointer turns into 'cross-hairs' pointer...now click on the object and drag 
the object (will change into icon which adds keyframes and animation curves joining them...laying down a line of 
animation curves and dropping keyframes as you move your mouse around the screen...but can end up with very messy 
lines/keyframes...so go to Window > and ensure 'The Smoother' is checked, then find 'The Smoother' Panel or Tab in an 
existing panel ...the Tab will say ‘The Smoother’ ... the default settings may be 'Apply To: Spatial Path ... set ‘Tolerance’ to 
50 or so, and watch the number of keyframes change, and the path smooth out...adust 'Tolerance' until you get the 
keyframes and animation curves you want i.e fewer keyframes, cleaner lines/simpler curves...then hit 'Apply' button to 
apply the changes... 


Hold keyframe position until next keyframe 


'Hold' on keyframe makes the object remain at that keyframe point until the current time indicator reaches the next 
keyframe, at which time it will ‘jump' immediately from the next keyframe i.e for a 'sudden' change from one animation 
setting to the next ... from one keyframe to the next, without any visible transition... go to Animation > Toggle Hold 
Keyframe ...Ctrl+Alt+H... so dotted line changes to continuous straight line jointing keyframes of the animation curves... 


To give transformations a constant rate of change 


click on 'graph' icon TRHS of LHS tracks/layers, and then click on ‘Position’ to select all the keyframes in the graph... 
then click and hold on diamond icon bottom of graph i.e keyframe icon, so list opens up of options, and and click on 'Rove 
Across Time’...evens out all distance between the dots in the animation curves, giving the object a constant speed at all 
times...i.e smooth... 


Faux 3-D and morphing 2-D to faux 3D and Greenscreening 


Video made up of FOUR channels. Red Green Blue and Alpha channel which determines transparency...Alpha channel 
shows black and white representation of Transparency (opacity), where white means solid, and grey to black are more 
transparent / opaque... ... in photoshop add black layer above image...turn opacity up so can see the image...then start 
drawing face using different levels of opacity with the mouse...e.g first entire face one opacity level...then 'draw' with 
paint brush tool ever greater opacity...with the more pronounced/closer features more transparent i.e look 
'‘whiter'/'greyer' as less pronounced/further away 'greyer'/'darker'... IN AE USE DISPLACEMENT MAP Fx...set 'Use for 
Horizontal...’ and '...vertical’...'Luminance’...can now more foreground image almost as if 3-D already... put displacement 
map imported as top layer, actual image as middle, and then third layer background...rename logically... then use 'clock' 
to keyframe animate the ‘displacement’ in vertical and horizontal ... giving the final ‘morphing’ effect... now go to Layer > 
New > Camera and rename layer 'Camera Settings’ ... then go to Layer > New > Null Object and rename it 'Camera 
Controls’ and click+drag pickwick icon line from 'Camera Settings’ to the name 'Camera Controls' to make Camera 
Controls the Parent of Camera Settings...so now under column titled 'Parent' you have '1.Camera Controls’ RHS of 
‘Camera Settings’... now check all the boxes below the 'cube' icon, so all layers now 3-D...can now keyframe movement of 
camera in synch with vertical and horizontal displacement so the background and foreground images move at same time 
to give more natural impression of real 3D movement... 


Paralaxing tools for cutting out foreground and background...can make 2-D morph a little into 3-D ...draw layers of 
contour maps using opacity...called a displacement map ...darker further away, lighter closer...then add gaussian blur... 


when using green screen, to make life easiey, first apply a mask, using the pen tool, to reduce how much ‘background’ 
you have to 'chroma key' OUT... and using rotoscoping (originally cutting the image out of every frame and repasting it 
onto new footage) it will move with the object / person ...and using Green Screen, Alpha Channel will show the object 
‘kept’ in white, after the background removed... 


single point track used with 2-D logos so they can 'follow the action' e.g keep a ‘target graphic’ over the moving 
target...and camera track used with 3-D to make it look like you are refilming the object from different angles/lightings, 
such as with 3-D graphics added to look like they are actually part of the background, and so the shadows and lighting 


have to move as you move your perspective to keep this illusion... 


CTRL+A highlights all layers, then hit 'U' to show all keyframed properties, and hit 'U' again (on keyboard each time), to 
toggle them away again...i.e 'U' key toggles 'show/hide' the properties of any layers/tracks highlighted... 


Can use 'null layers' to work on a number of layers at the same time, so that any effect/property applied will be 
applied to all e.g opacity or zooming them in or out, pumping, spinning, scaling etc... Layer > New > Null Object...rename 
(hit 'Enter') to 'complete logo' etc...want to make this the 'parent' of the layers you want to treat as a single 
object...select any layers you want to include in this null objects as ‘children’ for this ‘parent’ null object layer ... e.g click 
on first below, then SHIFT+Click on last in series want included in selection, or CTRL+Click on individual 
layers/tracks...now with all these 'children' selected and highlighted, click and drag on the 'pickwhip' icon under 'Parent' 
and drag the line up to join the 'null layer’ e.g 'complete logo' track name ...when release mouse all the 'children' under 
‘Parent’ will be '1.complete logo' while the 'Parent' layer on top 'complete logo’ will be 'None’...now if add 'Rotation' to 
this parent/null object...all the 'children' will spin in synch e.g hit 2x +00 for two full rotations between your first keyframe 
0x+0.0 and the keyframe however seconds later that 2x +0.0... can use 'J' and 'K' to move between the two, to adda 
‘Scale’ i.e it can grow from nothing to full size over the duration of the spin... Can also use Null layers to add notes 
concering tracks/layers above or below the null layer, using the 'name' of the null layer e.g Tracks below for... i.e like 
giving tracks a group name...just toggle the 'eye' icon on far LHS off so don't see the 'red dots ' etc null layers add to the 
composite screen i.e can still see the layer name comments ... 


To remove any unused footage from a project that will just increase the file size, go to File > Dependencies > Remove 
Unused Footage and AE will tell you what it has found, click O.K...if you want them back, can CTRL+Z to simply Undo...this 
process keeps AE file smaller and more efficient i.e works faster etc...If not sure, then save the entire project somewhere 
using a slightly different but logical name so you can go back to it if you need to...then do this, and save...save CPU and 
HDD etc resources... 


Look for AE tuturials on ‘audio visualiser' etc... 

Look for BurningWell.org website for free public domain images 

.aep = after effects project i.e file name extension 

Lower ‘Audio Duration' makes waves fatter/sluggisher... more pronounced...e.g 30ms... 


When using Audio spectrum, remember to move the start and end frequencies to get the 'look' you want...and that 
you can show just the top, or bottom, or both i.e like real waveform, using 'Side Options' down arrow/menu...Side A will 
give you a clean flat baseline, with the bands going only up...could copy the track and show only 'Side B' and thus have 
your text in between...remembering that in your comp preview the two will be on top of each other, so you have to drag 
the overlaying copy down ...can show 'Analog' or 'Digital' for 'Display options’ i.e have a single line, or lots of bands... 


N.B PROBLEM I'VE BEEN HAVING WITH 'MASK' SHAPES I.E "RECTANGLE TOOL' CHANGE TO OTHER SHAPES...NEED TO 
CLICK+HOLD CLICK ON THE RECTANGLE TOOL ICON I.E CLICK ON IT AND WAIT FOR THE PULL DOWN MENU OF DIFFERENT 
SHAPES TO APPEAR !!! 


Text animator NOT same as Transforming text...use the ‘Animate’ property to RHS of Text ... click on the triangle to 
open up all the TEXT animation options i.e do NOT use the typical Transform/Opacity/Position etc properties use for 
other layers / tracks...when you click on a property e.g Position, a new ‘Animator 1' layer opens up, showing e.g 'Position' 
with the animation/keyframe clock etc used to using...but with addition of 'Range Selector 1' above it...click on the 
triangle to open up the Range Selection properties 'Start' and End' and Offset...so you can determine what parts of your 
text the ‘Position’ animation will affect e.g you can localise the effect so that only some letters will be moved, while 
others remain unchanged...adding more flexibility to ALL your properties/effects e.g opacity of a few letters, rotation of 
start letter, etc... the ‘Position’ property has two values...horizontal and vertical i.e X,Y...first adjust e.g the target vertical 
position of the text, and watch the text move up and down as a whole...then observe text in preview window as adjust 
the values for 'Start' and 'End' and see which parts of the text return to their original position, and which move to the 
vertical position you set with the 'Position' vertical value...move mouse left and right till get the value/position you want 
for the particular words/letters you want ... watch the red arrow move along the text showing the 'start' and 'end' points 
your values are selecting... move it to the positon you want your animation to begin and end at... 


when using keyframes, if keyframes closely grouped can be hard to 'click on', in which case can use the 'Go to next 
keyframe' triangles either side of the keyframe diamond that is yellow/orange/highlighted when using keyframes...it 
highlights yellow / orange any time the Current time indicator is hovering over a keyframe...if it is greyed out, it means 
there is no keyframe at the current time indicator position...also 'J' goes to previous, and 'K' (on keyboard) goes to next, 
keyframe... 


Clicking on the 'clock' icon for a property will put a box around the icon, and automatically place a new keyframe at 
the current time indicator position...using the click and drag L and R arrow is called 'scrubbing the value’... 


‘lock' icon between values locks the two, ensuring any change in one is matched by a proportional change in the other 
value, to 'constrain' the proportions...if you want to make something taller, then unlock the values by clicking on, and 
greying out, the 'lock' icon e.g to make yourself more attractive i.e thinner / taller ... 

and then 'scrub the value’ of Y 'taller' or X 'thinner'...when locked scrubbing either value automatically scrubs the 
other value proportionally i.e ‘maintain proportions’... 


Tracks window called 'Comp' panel i.e composition name e.g 'Comp 1' appears at top LHS above layers / tracks... 


| didn't notice the Ox value for 'Rotation' i.e can enter how many times the layer rotates e.g 3x +0.0 ... so each x is 360 
degrees...and then how it ends up i.e could be 3 complete spins 3x+0.0 ... if want to end up facing different direction, use 
the +0.0 e.g +90.0 degrees etc...if you scrub the value past 359 it goes to 1x +0.0 for 360 degrees...etc...you can spin an 
object in the X, Y, and Z axis ... click on the cube icon RHS of 'Source Name' i.e LHS where track names are...at top...LHS of 
‘Parent'...check the box under the cube icon... Z is the typical rotation i.e like doing flips ... X spins around vertical axis like 
spinning top, Y around horizontal axis i.e corkscrewing...click on clock icon next to each axis to animate it...add keyframes 
over time so it twists and turns and spins ... 


To edit multiple properties on the one graph ... first click on the 'graph' icon at top of tracks LHS names...then RHMC 
on graph and check 'Show Animated Properties'...so all the properties you have animated for that layer will appear with 
different colored curves...can synch the keyframes so things happen at same time, or just as you wish i.e co-ordinate 
them by clicking and dragging on the curve handles for each keyframe...can use to preview the effect i.e drag handles 
around graph and see impact in preview screen, to decide on what values you want, like graphic EQ... the properties you 
click on will be color coded so you can tell which graph is for which property... 


try this...set start and end to 0 and 100% respectively...then click on the clock for 'Start' and move current time 
indicator to the position you want your new animation to end...then scroll the Start value to 100...this means you have 
put a keyframe at the 'stop' point with a value of 100...so the text will complete whatever action you ahve set with the 
horizontal and vertical values within this time period... then use 'Add' triangle to add lots of other effects using 
keyframes, on the same ‘Animator 1'...now click on 'Advanced' triangle and click on 'Shape' triangle...can make text curve 
out to center, triangle out to center, or zoom in from left or right as 'ramp up’ or 'ramp' down...default is 'square’... if you 
adjust 'Scale' up bigger, it will bunch up but stay in frame...can move 'start' value so only 'ramps up' to e.g The Eden 
Protocols, leaving 'The Philospher-Prophet ramping, and 'The Eden Protocols' square / normal...could CTRL+D track and 
then 'ramp down' from the other end...to have a cool ramp up, square, ramp down look ... Property 'Offset' moves both 
the start and end points at the same time, keeping the same distance between them...so now starts and ends later, or 
sooner...if use 'Opacity' property, the text will fade in and out as they grow, appear, ramp up etc...'Anchor point' will 
determine from where, in X and Y axis, the text animation will work from e.g if want to 'zoom in' then need to put anchor 
point in center of text...but can make it zoom out from left or right and up or down... use 'Home' key to go back to start, 
set opacity to 0, with start and end O and 100, and text will appear from nothing and become less transparent until 100 
Opacity (which is O transparency!)... 


Animation > Browse Presets...to see all the currently available fx in AE...when open preset can click on the triangles to 
open all the parameters/properties and customise them...use them as starting point... 


Reverse clip...speed up...slow down...first go to Composition settings and double/triple the time e.g to give you room 
for slow motion i.e at third speed clip ends up 3 times longer...so make sure have more than enough 'room' to play 
with...select layer by clicking on it...then go to Layer > Time > Time Stretch... (or Time-Reverse Layer, or Freeze Frame...)... 
if stretch more than 100 % you are slowing it down i.e 200 % means halving the speed ... 50 % means doubling it i.e fast 
forwarding it... the 'New Duration’ indicator tells you how long the layer will now be at this new speed (%) ... click 'OK' to 
instantiate / activate fx... can reverse with Ctrl+Alt+R ...when reversing a broken red bar appears under the layer track... 


N.B use POSITION itself i.e click on word 'position' and can draw keyframes to animate i.e so it moves from point to 


point in time...i.e usually use ‘Opacity’, 'Rotaionn’,'Transform’', etc properties, but forget that the first 'Position’ is also a 
property ... 


clicking on 'Opacity' i.e the word, highlights/selects all the opacity keyframes so can... e.g... Layer > Transform > Auto 
Orient and check ‘Orient along path’ ... so the movement will appear more natural e.g your object will face the next 
keyframe point e.g fly up to it at an angle... 


wiggle... go to 'Window' and ensure 'The Wiggler' is checked...so 'The Wiggler' tab appears next to the 'paragraph' tab 
under your text window... click on tab and open it...by changing the 'frequency' and 'magnitude' you decide how often 
the movement will 'jump around / jerk around / bounce around' and how big each 'jump/jerk/bounce' will be...like a car 
driving along a bumpy road...use ‘Spatial path' for position, and ‘Temporal Graph’ for time based properties like 
opacity...so that the objects 'flickers' i.e becomes more or less opaque ... bright...large...red...etc ... then to fine tune, can 
click on the 'graph' icon up LHS timeline and drag the points on the graph to time them exactly to the movement of the 
object... N.B for keyframe animation make sure you zoom right down to frames ... can apply 'wiggler' to any attribute 
MHR audio volume? reverb? 


Blend layers can be used like a solid color overlay with high opacity e.g to add a red hue...but with loads of preset 
effects possible...e.g one effect is like one of my windows movie effects for SRV, but with greater flexibility of effect... 
RMHC on track name ...Columns > and check 'Modes' or F4 to open 'Modes' on LHS of track...go to 'Modes' mask and 
click on down arrow to open the 'Modes' menu / options... 


Dots between 'handles' i.e keyframes in animation curve indicate if velocity uniform, and how fast...F9 is hotkey for 
‘easy ease'...etc...g0es slow fast slow i.e easing out to constant velocity, then as approaches end of curve / trip starts 
slowing down towards end...more natural... if don't like effect, Ctrl+click on keyframe will return velocity to default 
linear...click on 'Graph Editor' icon TRHC LHS of track i.e RHS of SMPTE clock top of tracks/layers...to customise velocity 
i.e make speed up and slow down...steeper slope means faster change of velocity / opacity change / position 
change...click on yellow keyframe handles on graph to move and thus increase/decrease speed of change, and magnitude 
of change by vertical drag of yellow handle...drag out handles to change shape of curves e.g exponential, linear, 
logarithmic e.g very steep/fast/sudden change at first, then 'easing' into flatter, more linear, uniform, more gradual, less 
extreme... 


Luma matte fx...first go to Bottom Layers panel and click on 'Toggle Switches/Modes' to extend the LHS of the 
layers/tracks out to reveal 'T' and 'TrkMat'...put text or image ABOVE a background you want to become the text 
‘material'...go to RHS of background track and under TrkMat column select 'Luma Matte' with pull down arrow / twirl 
arrow...may have to drag LHS of layer panel right to reveal 'Mode' and T TrkMat ... ‘Luma Inverted Map' wll replace the 
image overlay with an opaque grey/black image overlay...to get rid of unwanted 'grey-black' details of the image, and just 
retain the boundary and shape, like a cookie-cutter, select Matte track and go to Effect > Color Correction > Levels ... and 
pull the 'white' RHS triangle of graph slider of graph left until all the grey-black pixels turn white, leaving the ‘cookie 
cutout' pure white shape... 


To ‘black and white’ a clip type 'tint' in fx browser or go to Effect> Color Correction > Tint ...click and drag fx over 
clip...then type in 'contrast' or go to Effect > Color Correction > Brightness and Contrast and drag that over clip also...turn 
contrast up to 100, so very comic-like black and white 'Matte'...change to 'Luma Matte' so clip layer underneath appears 


in 'white' areas of clip... 


N.B dragging clip down into the 'composition' icon at bottom of the Projects panel ensures the clip is imported at the 
same size as the composition ... 


Current Time Indicator is AE term for time position marker etc... 

Layer is AE term for tracks etc ... a 'Composition' is made up of layers (tracks) 

Comma on keyboard zooms out...full stop zooms in ... (for when have zoomed out and want to zoom back in etc)... 

At bottom of Project window is 'make new comp’ icon ...next to 8 b.p.c ... 

something that has often confused me is that AE automatically adds a new keyframe everytime you change something 
e.g move the object , change its opacity, if you have just before this added a previous keyframe...and then have moved 


the object or changed a value...the first one is also added automatically after you have clicked on the 'clock' (animation) 
icon and it has a square around it... 


Default position automation lines will, if you go up and down, give you a 'wave' shape...if you want sharp straight 
angles, Alt+Ctrl and the cursor changes from arrow head to a upside down V shape...click on the automation points and 
they change from empty squares to full squares...Ctrl+Alt+click will return it to the original default parabola shape...can 
click+drag any automation point to change the shape, curve, direction etc of the automation curves e.g the ‘flight path’ 
the object will take in the case of 'Position' P, or the 'opacity' curve in the case of transparenc T... 


Any animation path, as drawn above i.e hit clock for ‘Position’, move time line and then move object to add new 
automation point / keyframe...can left or right line out of points to change the angle...big white squares can be added 
with 'Pen' tool ...click on Pen icon next to T icon top of AE...click and hold on icon to reveal options...or hit 'G' on 
keyboard... hold down and then select 'Add Vertex Tool' to be able to add new automation points/ handles on 
automation curves...cursor changes to pen icon with a '+' sign on bottom RHS of icon/cursor...i.e to add keyframes to 
motion line...use 'Delete Vertex Tool' to delete existing keyframes / handles ...i.e get new cursor that is a pen tool icon 
with a small '-' sign at bottom RHC... 


Can save any set of animation presets by highligting one or more (using Ctrl+click) and then go to Animation > Save 
Animation Preset and save it as e.g 'MHR Glow’ ... it will save as a .ffx i.e MHR Glow.ffx Adobe After Effects 
Preset...wherever you want to save it...hit 'save'... then when you want to apply this animation effect to another Comp, 
first click on the comp name to highlight/select it, then go to Animation >Apply Animation Preset...then go to the preset 
wherever you have saved it and dbl click on the preset to open it/add it to the comp... use the same Animation > to find a 
list of your recent presets, or to browse your presets...makes it easier to find them ... 


To do effect where part of your image becomes the focus of attention e.g rest of image blurs, use 3 layers...a black 
solid with opacity (T for transparent) adjusted to provide the 'blurred' background, the original layer i.e background with 
image, and a 'mask' layer with just the image exposed...place the solid (new blurred opacity layer) layer between the 
masked and original layer...adjust the opacity of the solid until it 'blurs' the image enough, so that now the new mask 
layer, showing only the part of the image you want to highlight, looks suddenly clearly, sharp contrast, etc compared to 
rest of image...can then adjust size, opacity etc of the actual mask itself i.e add a 'feathering' so mask shading more 
gradual...can use to add color highlights / tone e.g tan some white skin, make it a bit rosier, make eyes bluer etc... 


n.b to use rotobrush as photoshop lasso to make png file, first have to dbl click on track so 'Layer' appears in preview 
i.e have to work on ‘layer’ ...will not 'comp'... ensure using FULL resolution ... Altt+click with rotobrush to delete 
rotobrushing want to remove... 


Using cameras....first click 'home' on keyboard to sent time marker to start... Layer > New > Camera O.K to add 
‘Camera 1' in top layer of comps/tracks...double click on this new track to open 'Camera Settings'...check box 'Enable 
Depth of Field' to produce realistic impressions of different cameras i.e area of focus will be clearer than background 
etc...changing angles and presets e.g 50mm to 35mm all gives impression your footage being 're-filmed' i.e like 're- 
amped' in Amplitude...give animation 'real' feel... 'Focus Distance’ mask lets you change distance at which things will be in 
perfect focus...zoom usually locked to focus distance i.e in real camera this is how you 'focus' the camera i.e with the 
'zoom'...but can uncheck that box if want to try something different... click on 'O.K' once have settings want, or to try out 
something new...i.e enable the new settings on your camera track...n.b can change camera angles as if filming your 
footage from different sides, angles etc like re-amping audio... 


N.B to change name of track/element hit 'return' on keyboard (not dbl clicking!) 


Effect > Color Correction > Color balance effects with keyframe animation can be used e.g add red reflections in synch 
with police siren, or fade in and out contrast like person losing/regaining consciousness...or add blue to simulate color 
changes in light as go deeper in water etc... 


portable networkd graphic file i.e .png file respects transparent backgrounds e.g if import a graphic with no 
background, so can put any background behind the image...as if green screened or rotoscoped... so remember to save 
each part of a graphic you want to animate later as a separate .png file i.e as a separate future ‘layer’ ... even in 'paint' can 
save a text etc as a .png file ...and so layer the text over any background e.g as subtitles, titles etc...i.e image appears to 
have a grey and white chequerboard background...this indicates there is a transparent layer behind the image... 


shift + click on corner of an imported image / layer to scale it down proportionally... 


Elements imported to Project window...layered in tracks section, and preview window shows the 'comp'd' i.e compiled 
composition i.e the elements all together ... 


Project panel LHS panel...can use icon 'create new folder' to organise imported files into folders...so have enough 
room and overview... 


each panel has TLHS grey marks next to panel name... e.g 'Project’...click on these to drag panels and reposition 
around screen / workplace...click on X to remove panel...to add panels go to Window > and check the box next to the 
panels you want to add to your workplace, or uncheck to remove...just go down list... 


change resolution to half or third when using lots of effects, to preview ... then go back to full etc to see it crisper 


Drag LHS properties part of track where effects etc are out to right, to reveal 'pick whip'...can click on it and drag line 
to another tracks name on LHS to link the two tracks...makes track linked FROM the 'parent' and the name of the 
‘children’ track appear in the mask next to the pick whip...now will move together...if want to separate again, scroll mask 
to 'None' so now both independent... 


Layer > New > Adjustment layer... RHMC on new track [Adjust...Layer] to open an effect...drag the Adjustment layer so 
that this effect works on every track BELOW it... can add multiple ‘Adjustment layers' with the uppermost layers 
impacting ALL the other layers below it...and Adjustment layers below the uppermost Adjustment layer only impacting on 
the tracks below THEM... 


To toggle any FX on/off, click on 'Effects' under track name, then go to far LHS of this and click on the 'fx' icon under 
the 'eye' icon...to toggle fx on/off i.e don't have to delete effect...can use to save CPU while editing...be sure to toggle 
back on before rendering... 


Rotobrush tool little man with big brush icon, top main tools area, LHS of 'pin' icon...like magnetic lassoo...dbl click on 
footage to open it in its own layer, and now brush turns into green lit circle...roughly draw around boundary, and when 
complete the loop it 'magnetically' jumps to the boundary... to delete already written boundary hold ALT or OPT key so 
cursor turns red, so can 'erase' boundaries...hit spacebar i.e play and AE automatically tracks the image from frame to 
frame...WOW...Go back to Comp i.e hit 'Comp 1' Tab so goes back to composite of all tracks...and now you have the 
image / footage isolated with no background...as if used green screen...but with advantage e.g could just isolate guitar or 
hat etc...Now us 'Matte' options to refine the result...using ‘Refine Matte’ Click on middle icon in set of 3 icons bottom 
LHC (with purple) to remove outline...'Smooth' will change the rough outline into a smooth continuous outline...'Choke' 
brings outline closer to objects edge...in all cases here use the slider after clicking on the down arrow to open the 
effect...check the box RHS 'Refine Matter’ to enable further options... reduce chatter can reduce the random pixels picked 
up from the background as the object moves...motion blur is Al use pull down menu, so AE will correct for any 
problems...use sliders... Decontamination removes background pixels picked up by rotobrush that don't belong / you 
don't want in your image / footage...click on down arrows and experiment with sliders till get best result...If any changes 
you make lead to the rotobrush losing the original definition / outline, scrub to the frames where the problem is occuring 
and re-apply the roto-brush to these tracks before continuing i.e to help it out a bit if it loses tracking now and then... 


N.B if drag and drop new footage into tracks area, footage will self-center in preview window...if you want it in 
different position, drag it directly from the import window into the preview window and drop it where you want it... 


Can synch beats to any effect e.g pump/zoom in/out, light flares, overlay color opacity etc...even animation using 
‘pins’... go to 'Effects/Presets' panel RHS and type in 'Bass' in search mask...drag 'Bass and Treble' effect onto audio 
layer...go to LHS Project panel and use slider to increase bass to 50 and decrease treble to -100, so you are emphasizing 
the kick and bass ... use CTRL D to duplicate the 'Bass and Treble’ effect to further enhance the Bass so can use to 'trigger' 
effects...Now RHMC on audio layer, Keyframe Assistant > Convert Audio to Keyframes...this adds a new layer ‘Audio 
Amplitude'...select ‘Audio Amplitude’ track and hit 'U' to show all the keyframes which have been generated...delete ‘Left 
Channel’ and 'Right Channel...so now showing only 'Both Channels' keyframes...Now click on 'Graph' icon to show 
keyframe audio with peaks then Alt Click on 'Slider' clock icon/animation icon...delete the text that appears in tracks to 
RHS and type in ' linear(value,0,0,0,0) '...now click on 'Graph editor view' icon on LHS top tracks window i.e just to LHS of 
the 'loop' bar...now we want the 'effect' only to be triggered by extreme peaks / spikes ... so take a look at the now 
exaggerated wave forms/keyframes and note the value that the peaks occur at...we want everything just below that to 
trigger the effect, and anything below that to be ignored...e.g value of 60 is good ‘cut-off point' in my example...now go to 
the four O's in our 'linear(value,0,0,0,0) and change the values to '‘linear(value,60,65,0,100) meaning that any value at or 


below 60 will have 0 effect, and any value at or above 65 will have 100 effect...scrub to check that red value next to 
'Slider' goes to 100 when you pass a peak over 65, and then returns to 0 for every other point in timeline / audio 
signal...n.b have to click on word 'Slider' to get the graph to return, and then the little double wave icon below the graph 
to get the full graph again...Hit T to open ‘opacity' on solid color track above audio track (in my example | am using a solid 
color and opacity as the effect to synch to the kick drum)...now Alt+click on clock icon for 'Opacity' to open up 
‘Expression:Opacity with 4 icons to RHS...then find the 'Expression pick whip (inserts a reference to target)' icon that looks 
like a swirl, and click on it...then drag the line that appears down til it connects with the word 'Slider' just below in the 
‘Audio Amplitude’ track...| had to repeat the drag and connect later for it to work...first times got ‘error’...just fucked 
around back and forth repeating stuff until it worked... now add another solid different color, then go to Effects >etc 
open effect, and then Alt+Click on any parameter so it opens in the tracks window below, and drag down the spiral icon 
from that parameter with it down to the 'slider'... n.b, once you have the desired effect synch'd, delete the Bass effect on 
the audio track, so it goes back to the original audio before rendering... 


If you want any particular effect to be stronger than '100', then go to that effect, click on it to open the window 
showing this effects' 'expression' i.e look for the text message below the graph/keyframes e.g thisComp.layer("Audio 
Amplitude").effect("Both Channels")("Slider") and add *2 etc i.e so that now the value of the effect will be doubled to 
'200' without having to change the Audio Amplitude settings...alternatively can /2 i.e divide by 2 to halve the intensity of 
the effect from '100' to '50' etc...so this change only effects this effect...if want to apply to ALL effects linked to the Audio 
Amplitude then just add *2 to the Audio Amplitude ‘expression’ text line... 


To change one of several effects linked to same Audio Amplitude i.e just change one, without changing settings on 
Audio Amplitude, can play with settings on effect e.g click on / highlight the effect e.g 'Scale' to bring up the ' temp = 
thisComp.layer("Audio Amplitude").effect("Both Channels")("Slider");{temp,temp} ... first change the 'temp' text to e.g 
‘pump’ i.e name of the track effect on...so you now get ' pump = thisComp.layer("Audio Amplitude").effect("Both 
Channels")("Slider"); [pump,pump] ' ... now if you want the zoom to start at 100%, and 'pump' even bigger...e.g 125% add 
"+100'to [ ] 

i.e now [pump+100,pump+100] ...and then add ' /4' after ("Slider") so now have ... 

pump = thisComp.layer("Audio Amplitude").effect("Both Channels")("Slider")/4; [pump +100,pump+100] which 
means that when synch'd value O, effect value e.g 'Scale' is 100 i.e normal size, and when it is 100, the Scale / effect value 
will be 100/4 + 100 = 125% i.e 25% bigger than normal so 'pumps' out of screen at viewer... 


Can CTRL+D the audio to add different effects from same audio, then delete the audio track after you have added the 
Audio keyframes, or mute it, so it does not affect the playback / rendering levels... 


MHR import individual drum tracks to animate for each part of kit :D 
When you click on a tool Top LHS its associated panel opens in workspace... 


Project Panel top LHS contains all elements / links to ... drag and drop into 'Comp' panel i.e tracks window, below it... 
with 'Timeline' with 'Current Time Indicator’ i.e time marker, on RHS of this 'Comp' panel (which toggles to Render Queue 
if you click on 'Render Queue' Tab) ...can 'Scrub' back and forth in clips...Standard tool bar at top of AE i.e File > Save etc... 
At top Center is 'Viewport' where 'Comps' preview... 


N.B in 'Viewport' i.e preview window, there are several Tabs...Click on 'Comp' Tab to view entire comp with all layers, 
or 'Layer' Tab just to view the currently selected layer (click on a layer in Comp / tracks window to highlight/select that 
layer)... 


Use preset 'Workspaces' at top of AE 'Workspace:Text' etc...pull down menu...if doing text stuff, use 'Text', then going 
on to add effects, use 'Effects'...to give you an automatically optimised workspace for that task...just toggle between as 
go from adding effects, to adding text etc... 


At top with standard tool bar is 'Roto Brush Tool' LHS of 'Pin' tool, RHS of 'stamp' tool... 


If want to use Templates have to go to creative.adobe.com/apps and download Adobe Bridge... ... File > Browse 
Template Projects (only appears if have downloaded Adobe Bridge)....has sound effects... e.g ‘image creative’ has 
presets...click on to view... first go to top 'OUTPUT'>Filmstrip to preview...dbl RHMC on to load into current AE 
project...will be applied in Preview window... n.b Text > Lights and Opticalvery interesting text animations... 


AE calls 'windows' 'Panels'...'Preview window' is called 'Composition/Comp window'...can move windows by dragging 
from a corner...move around screen, a purple box appears where, if you released the mouse, the 'panel' would now 
be...can hover mouse over edge till get double sided arrow, and click and drag the edges to enlarge or shrink the 


panel...e.g for 'comp' panel to make preview larger / smaller...i.e re-sizing windows...other surrounding panels will 
shrink/expand/re-size to accomodate the changes...click on the 'X' in any panel to remove that panel...go to Windows in 
top menu and check any panel to have it appear in on screen... AE has some presets for Workstation setups...go to top 
RHS 'Workspace:' and use arrow to open menu i.e default is ‘Standard’, but can change to 'Text', 'animation’ , 'effects' 
etc...and to you own saved presets...or 'New Workspace’ and customise your own workspace, with whatever features and 
sizes for reach panel, then save under a new name e.g MHR Workspace 1...and 'Workspace:' at top RHS will change to 
"MHR Workspace 1', and can use menu to revert to other workspaces...and if just fuck up workspace go here to open an 
existing saved one or simply 'reset' back to factory default...you can delete saved workspaces, but only when you are ona 
different one at the time i.e cannot delete the workspace you are currently using...can drag different panels onto second 
screen etc... try out 'Text' for when doing text...so optimise workspace for what doing at any time... 


LHS is 'Project Window’, middle is 'Preview' window, bottom are tracks/clips 


N.B that the 'Project Window' only contains links to the files...so if you open the project on a different computer, or 
move these files somewhere else on the same computer, they will not open (only rendered files will open)...in this case 
the file names will appear in Italics ... to get them back into the project again, RHMC on the file in the Project window, 
and then Replace footage > File and then select the file wherever it is now located and click on 'Import', and the file name 
will go back to normal (no longer Italics)...and you can use it again... 


A project in AE is made up of 'compositions' / 'comps' indicated by a 'frame' icon before the file name...a file becomes 
a 'comp' as soon as you drag it down into the timeline... Best to rename each 'comp' logically, to make future managing of 
them easier...dbl click on 'comp' i.e track, to open it in timeline i.e to make that layer editable... 


at bottom of preview window RHS of 3 color triangle, is mask for selecting preview quality...use ‘Quarter’ to allow 
slower CPU's to handle the data...see if it helps with my 'chroma keying' problem...'Quarter' means only one in four of the 
pixels will be rendered... 


Use the ‘lock’ icon LHS tracks to let you see the layer, but avoid changing it... 


To make a track repeat, highlight it in the Project Window, RHMC to Interpret Footage > Main, and at the bottom of 
the dialog box that opens, can change the value 'Loop:X Times' i.e change from '1' to however many times you want the 
clip to repeat... 


Bar under timeline | would normally call the 'loop region’, is called the 'Work Area’ in AE...can drag ends in and out, 
from the end, to shorten or lengthen the Work area i.e ‘loop region’, or drag the entire bar to change which area of the 
tracks will be looped...this 'Work Area’ also determines what part of tracks will be rendered... 


when you drag a previous project into the current project, it will appear in the Project Window as a folder, to open the 
actual 'comp' you have to open the folder... 


ANIMATION IN AE...click on 'Puppet Pin Tool' i.e 'pin' icon RHS of 'T' etc tools...or CTRL P ...then add pins where you 
want a ‘joint' to be i.e around which something can be moved e.g wrist, elbow, shoulder...then CTRL+RHMC with 'pin' tool 
selected, and move / articulate this ‘joint' i.e move the hand up and down, from pin added to hand, and it will move 
around the pin earlier added to the wrist etc, and by holding CTRL as you move the pin in the hand, AE will record 
keyframes corresponding to the movement in time...which you can then edit later by clicking on the 'Mesh 1' in the 
‘Puppet’ properties under 'Effects'...to add other movements, drag timeline marker to point you want it to start at, and 
simply articulate another pin / part in the same way...the existing animation will move as you add your new points, so you 
can synch them...and their keyframes will be added, for later editing etc...and adding further animations / articulations 
e.g wave arm while moving wrist and nodding head... what AE does is change the 2D flat image into a a 'Mesh’...after click 
on 'Pin' icon, check Mesh:Show box, so you can now see the polygons the image is divided into, and can chose where to 
put pins i.e to ‘articulate’ the image like joints, around...the pins ‘pin down’ a joint, so you can move other points and they 
will 'pivot' etc around this point, stretch from it etc i.s can stretch parts, move them up and down, side to side...click on 
points to add or remove them...experiment...add pins to stop unwanted movement in areas, or remove to make more 
animated e.g make image wiggle hips without moving shoulders, or with moving shoulders, by adding pins to shoulders, 
removing pins etc... 


1280 by 720 24 fps... 


while editing change ‘full’ below preview window to 'half'...can change as go...helps CPU...stops ‘lagging’ etc... 


dbl click in project panel / window where files appear to import or go to File>Import> File ...or drag and drop from 
open window into project panel area... 


Then start new composition by dragging the footage onto the icon at bottom of that Project panel on LHS of '8 bpc' 
(blue) text...and it will open a new composition, of the same name, in the tracks/composition window...and it will match 
all the settings of this clip... OR CTRLN OR Composition > New Composition which is better as it lets you determine how 
long the 'loop' i.e 'work area’ will be... 


n.b when drag jpg etc over preview screen, get to see how big it is compared to clip i.e bigger or smaller...can drop it 
anywhere on composition...or to ensure it appears right in the center of the composition, select/highlight the image in 
the window imported to i.e LHS of preview window, and CTRL + '?' ... and it will appear dead center of the previewed 
comp... 


Can ‘jump to' any specific SMPTE time position by clicking on the Blue SMTE hour:minute:second:frame clock, and 
typing in the exact values you want, then hit 'Enter', and time position indicator will move to that exact frame... 


can drag and drop any effect directly into preview window...the track the effect will change is indicated with a big 
triangle ... n.b use 'finder' mask to locate effects quickly e.g type in 'blur' and all the 'blur' effects will come up... 


Use Effect > menu on top to see all effect groups at once, or use 'Effects and Presets’ Tab next to text character 
tab...can type in search in search mask at top of list here, if you have a rough idea of the name of the effect / effect type 
you are looking for...Once have effect instantiated, can toggle it on / off using the 'fx' icon text on LHS of effect name in 
the top LHS window where the effects controls appear ... so can see 'before' and ‘after' for AB comparisons, or turn 
effects off ... to delete it just highlight the word 'effect' on LHS tracks and hit 'DELETE' key... or use same icon in timeline 
panel LHS tracks, to toggle all the effects on and off with one click...also can select/highlight a layer, then double click on 
any effect and it will apply that effect to that highlighted/selected layer... 


use 'hand' icon tool to reposition previewing screen within preview screen 


to add a text layer, click on the 'T' icon at top of AE, then click anywhere in preview window, and a new text layer will 
appear as top layer...can then write on the preview screen...then to change text added, dbl click on that text to highlight 
it... 


can make a mask using 'rectangle tool' i.e click on rectangle icon next to 'T' tool etc...can use down arrow to change 
shape...once add a 'Masks' appears on track, can invert suing the 'subtract' option in the pull down menus’... or use the 
'Pen' tool to draw any shape you like i.e to make a mask... 


on far LHS tracks 'eye' icon 'mutes' video track, 'speaker' icon mutes audio, and 'sphere' icon 'solo's' the tracks...can 
also ‘lock’ a track to stop any accidental changes... 


and get to chose 'where' on track it is located....but then it is on top, and starting from start...to determine WHEN on 
track it starts, drag and drop it onto the existing track in the comp window i.e tracks window, so it produces a new track 
above the existing one i.e in layer above it...and if want can decide where on timeline it begins i.e a timeline marker 
appears showing where it will be added in the timeline...a ‘secondary timeline indicator marker’ 


n.b to 'scale' a pic uniformly, SHIFT+Click on any handle at edge of image, and drag it...the image will retain its original 
proportions... 


icon Far RHS screen 'RAM preview' i.e small transport controls above text editing window...or hit '0' on numeric 
keypad... use this if you can't hear any audio when you playback an imported clip...then hit 'L' key twice to open up audio 
Waveform track or use down arrow on Audio track to open... and then when rendering, make sure check 'Audio Output' 
at bottom of 'Output Module Settings’ window...if using Composition > 'Pre-render' ... 


To get zooming in and out from center, hit 'Y' on keyboard, or go to top icons where T etc are, and click on icon 
between camera icon and square icon 'Pan Behind (Anchor Point) Tool (Y)', and then on the 'Anchor Point' (Transform) ... 
so a red ‘Anchor point' marker appears center of preview screen, and can drag it around, noting that the ‘Anchor Point' 
values change as you move it... so can ensure ‘camera’ will zoom in and out from that point e.g point between eyes, letter 
'A' on TROONATNOOR or an 'O' etc...have to click on the 'Pan Behind' icon each time want to move the Anchor point... 


To Rotate, hit 'R' on Keyboard or use icon that looks like usual 'loop' icon to LHS next to 'magnifying glass’ i.e with all 
other tools e.g T etc... then will rotate around wherever you set the 'Y' Anchor point...can move and animate so the text 
swings around different points, zooms in and out from different points, during clip... 


To Scale, hit 'S' on keyboard to toggle i.e show / hide the Scale animation 

To Anchor the text / image hit 'A' 

To Rotate, hit 'R' 

To Position hit 'P' ... 

If have one up already, SHIFT 'R' etc to bring up multiple options i.e keep existing, and add to it... 

In all these cases letter toggles that animation element to 'show' or ‘hide’ it under the track it is associated with... 


Click on layer name...then on 'Text' 'Animate' ... move time marker to position want the text to be completely 
‘emerged' at, click the 'clock' icon, making a keyframe at that point with value 100%, then pull time marker back to 
position want the text to begin 'growing' from, and enter a 0% value...now scrub time marker to adjust start and end 
points i.e move keyframes, make adjustments...easy in etc... 


To draw a 'path' for your text etc to follow across, around the screen, go to your layers, click on 'Text' down arrow, 
then on click on 'Path Options’ 


Rendering 


to render go to Composition > Add to Render Cue then go down to below preview screen and above tracks window 
and click on 'Render Cue' and click on ‘Output Module’ so the Output Module Settings dialog opens...click on ‘Format 
Options’ tab to open 'Compression Settings’ dialog...set Audio to 44.1 kHz otherwise may have different audio sample 
rates producing lags/synch probs...then click on the 'Render' tab Far RHS of Render Queue window lit, and click on it... 


Loop a.k.a ‘Work Area’ 


N.B that ‘loop’ in AE is called 'Work Area’ i.e drag bar left and right to extend, shorten, narrow, widen ‘loop’ area 
working on... 


Opening/adding new track e.g text track 


To open a new track, including text track, RHMC in tracks window...and go to New > Text / Solid / etc... 


Selecting font with keyboard arrows 


When selecting a font...easiest to click on font, then use keyboard arrow keys to move up and down !! or start typing 
in name of font if know it... 


Adding and editing text outline 


The 'background' color is the outline...i.e can make outline, and adjust thickness using the little 'three horizontal bar' 
icon in 'px' pixels...then to RHS change from 'Fill over stroke’ etc till get what like i.e can ensure there is always an original 
core when make border really thick, otherwise core disappears and only see border... 


To ensure entire project tracks appear in previewer 


To ensure entire project tracks appear in previewer, click on the 'composition' track in the far LHS window ... name 
your composition to find it easily...and 'Save As' first time using this name also... 


ZOOM 


Zooming out to view and edit individual frames 


If using 29.97 f.p.s, can zoom out so that see each frame, so timeline shows one second, with 30 frames...for precise 
editing...use 'zoom' slider bottom of tracks / timeline / compositions window...notice how time bar gets smaller as you 


zoom out and time-line now divided into frames and seems to expand right and get longer...to remind you in time units 


the duration of each frame etc... 
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Moving one frame at a time 


use PgDn and PgUp to move one frame at a time in timeline...click on track then hit 'U' on keyboard to show any 
animation keyframes...n.b can highlight all and move as group by clicking and dragging across keyframe timeline and 
highlighting all...'J' and 'K' keys move between previous and next keyframe...n.b use strange bracket symbols like in math 
in preview screen transport controls to set L and R 'loop' boundaries...once set, can hover mouse over grey bars in track, 
and drag L and R ends to move / set / change loop boundaries, and to lengthen and shorten actual clips... to add a 
keyframe, and same effect to all tracks e.g opacity...use CTRL Click on each track or highlight one, hold SHIFT and click on 
last in group...to highlight all tracks...then hit 'T' key to open 'Opacity' then hit 'diamond' icon far LHS tracks to add a 
keyframe...so can now fade out all tracks in synch...etc...Use CTRL C to copy keyframes you have highlighted i.e click and 
drag vertically so any keys that are highlighted / captured in your drag can now be moved as a group in synch, or copied 
and pasted!!!...CTRL V to paste group...or individual keyframe...will paste at location of time-line marker...hit '0' on 
numeric keypad to 'Ram preview’ clip... don't use this copy -paste vertically, as does weird things...use only 
horizontally...n.b to add background color layer go to Layer > New > Solid and chose color...Change 'Render Settings’ in 
Render Queue to lower quality so it works on my computer...have to work out which are best etc...'Hand' tool used to 
drag screen around...alternative is to Hold the spacebar while clicking and dragging...far LHS top menu icons is arrow icon 
‘Selection Tool' use to change text etc (I've been getting confusing results dbl clicking on track!!!)... 


Zoom and pump text or graphics 


To 'zoom' or 'pump' text in and out in AE have to first activate the 3D setting...by clicking on the black box in the track 
that is located below the ‘cube’ icon i.e don't click on the cube icon, but on the empty black box vertically below it, so that 
a 'cube' icon appears in that box ...(click on 'toggle' at bottom of screen if it is not just above your tracks LHS)... hit 'R' on 
keyboard to open up options for X,Y,Z rotation and keyframes...but just dragging from corners does a zoom without much 
lateral movement...i.e vs stupid normal ‘scale’... 


Moving between keyframes 


Can move more precisely between keyframes e.g from current to previous or next, using the arrows/triangles either 
side of the keyframe 'diamond' , or using the traditional 'J' and 'K' keys on keyboard...this is handy when wanting to edit 
existing keyframes, as if you move the CTI manually, at low zoom, it is hard to 'land' exactly on a keyframe... 


N.B to see your changes e.g ‘Rotations’ playing out ‘offscreen’ you have to zoom right out until the Comp panel 
preview screen includes your ‘offscreen’ action... 


Scrubbing (dragging CTI) to preview 


Scrub the CTI or hit 'Spacebar' to preview the animation...seeing if it is behaving as you wish between the keyframes ... 


To edit more than one keyframe at a time e.g to move two keyframes in sych, then drag a selection around both 
keyframes to select them...they will go from white to blue...now when you move one, the other will be dragged along in 
synch with it... not to move just one of the two or more selected / blue keyframes, click anywhere in the time-line to de- 
select all the keyframes, and now click and drag the keyframe you want to move e.g to slow down the animation i.e 
longer duration with same change by increasing the time separation between the two keyframes... 


To add an effect, click on the layer to select it, go to e.g Effect > Blur & Sharpen > Gaussian Blur ... now at TLHC of AE 
the Project Panel becomes the Effect Controls Panel, with the layer name appearing in blue next to ‘Effect Controls’ in the 
Tab at top of the panel...and the fx and its options appearing where the Project files usually appear in the panel...best to 
edit effects in this panel i.e more room...leaves layers panel less cluttered, more space available in Project/Effect Controls 
panel... 


With a layer selected, can also search for effects using the Search mask at RHS of AE just under the main transport 
controls (though we use spacebar to start and stop and rarely use these transport controls except to ensure that ‘loop’ is 
activated i.e the squarish loop icon)... click on 'Effects and Presets' Tab if other e.g Text Tab is showing...can type in the 
effect name if known, or part of, or logical term that should bring up the type/s of effect you are looking for...now click on 
the effect found here to highlight/select it, and drag it over to your layer and drop it on the layer you want to effect...this 
new effect will then appear under any existing effects in the 'Effect Controls' / 'Project' panel... 


Toggle fx on/off using the 'fx' icon LHS of effect name in Effect Controls panel or on RHS of layer name in layers panel... 


Can animate effect so it only kicks in at one point, remains active for a few moments, and then ceases to effect the 
layer...using the keyframes... 


Time line and SMPTE 


Below time line (look to LHS see actual SMPTE i.e time in hours, minutes, seconds, and frames in blue...is the 'loop' bar 
which determines left and right limits of the loop...with square 'loop' icon in 'Preview' window Top RHS of screen with 
transport controls, next to 'audio' icon i.e toggles loop on and off, and audio mute on and off...N.B that a thin red line 
moves right, dragging a green line behind it when you 'play’ ... the 'player head' does not move until you 'stop' the 
playback...then you can read the exact SMPTE time/frame from far LHS blue read-out...can 'grab' the playback head and 
move it, dragging left or right, forward or back, and read the exact SMPTE from far LHS blue readout...then go to far RHS 
of ‘loop’, ( 'Layer Name' ), just under timeline and click on the grey ‘playback head' icon and drag a 'marker' left...it will be 
named 1 etc...can dbl click on it etc to rename it..and so place markers along timeline for future reference...e.g 'audio 
fade out' etc... 


Adding keyframe markers for text transformation/movement 


Once set first keyframe by clicking on 'watch' icon for the property e.g Transform > Position, any time move time 
marker and change e.g move the text, AE will automatically place a new keyframe marker at that point in timeline, and 
with the properties you have changed i.e the new position... 


Changing color of layer 


Can change color on any layer using Effect > Color Correction > Hue/Saturation etc...open dialog, check 'Colorize’ ... 


Adding spotlights and shadows during post production 


Go to top menu Layer > New > Light and have fun with different spotlights / point lights etc i.e with color, intensity, 
and location... 


Material options lets you throw shadows etc 


Scanner effect 
N.B use fx 'tint' to change color of scanner effect or solid . 
To get scan effect right, set up TWO masks so one comes down from top at same time as other comes up from 


bottom, and the meet in the middle and expand out and in ...use Ctrl D to ‘duplicate’ and just reverse the keyframes of 
the first i.e going up or down... 


To make scan effect text to appear to 'grow' as scanning, use 'Scale' with the default 'Left' Anchor point, and start 
from zero at point want text to start 'growing' from the Left... 


Revealing something gradually to emulate handwriting or ‘growth’ of line / text 


To make the 'line' grow from object to text, so you get a flowing 'growing' line and then growing text in one nice 
transition, as if the line and text are being generated by the scanner, add a mask over the line, add a rectangle right near 
start point and hit 'position' for the mask so it adds a keyframe, then extend the rectangle to ‘reveal’ more and more of 
the line, until finally having revealed it all...i.e move CTI to position want the line to be completed at and 'extend' your 
box / shape so it completely surrounds the line 


Making boxes / frames using solid layers 


To make the 'boxes' / 'frames' for the scanner (or anything else) add a new solid layer, then add a rectangle mask set 
to 'Add', then add another rectangle mask just a little smaller than it, inside the first, on the same solid layer, this time set 
to 'Subtract'...so you get a frame the color of your solid, as thick as the difference between the two rectangles you 'drew' 
with the rectangle tool.. 


Tracking using ‘3D Camera Tracker 


N.B to make it 'track' go to fx search mask and type in 3D Camera Tracker and drag and drop the effect over your clip 
/ layer / footage you want to track to...in layers panel...AE will start 'Analyzing in background (step 1 Of 2)...in Project / 
Effect Controls panel (depending on which Tab in panel you click on) default 'Shot Type' is 'Fixed Angle of View’, but if 
your footage involves zooming, then change this to 'Variable Zoom' ... next AE will 'Solving Camera (step 2 of 2)...AE will 
add lots of colored markers which are potential tracking points to attach your text / frame layers to ... (Shift + PickWhip 
drag with 3D activated) ... note that some tracking points are more stable than others i.e scrub through the footage to 
find tracking points that remain as you scrub...these will be the best options to ‘attach' a null point to...Shift Click on the 
most stable potential null/tracking points to select them...AE will draw a big target around them...now RHMC and select 
‘Create Null and Camera’ ... AE will add a new '3D Trac...Camera’' with a little red box at your chosen target tracking point 
locus...this is called a 'null'...now scrub and ensure the 'null' tracks i.e remains where you want it to as the footage plays... 


Click on T text icon TLHC and type your text...activate 3D on the new text layer that appears...Shift + click and drag on 
PickWhip of this text layer down to the 'Track Null 1' so line joins them, then release...this puts all the 'Track Null 1' (null) 
properties onto the text layer, and any other layer you 'parent-child' in the same way... now select/click on text layer to 
resize the text, ‘Rotate’ it in X,Y,Z 3D space and ‘Position’ it to get it just as you like it...ready to add animation... 


N.B that any layer you want to 'track' to your 'null' must be first Shift+click+drag Pickwhip from the new layer you 
want to add/track, to the 'Track Null 1' layer (the actual text on LHS of layer panel for that layer)... 


..SO it appears to 'track' the object...activate 3D cube on layer e.g text / frame then SHIFT + drag the 'pick whip' from 
this layer to the Track Null 1 to 'parent' them so the layer e.g text, box/frame, will track to the point you set...remember 
to hold Shift while dragging and releasing so the tracking will 'attach' and 'pivot' from the tracking point you set...N.B 
tracking works best on footage with great contrast between object you want to track and its surrounds... 


Add ‘glow’ to grid so looks like infra-red scanner 
To add a ‘glow' to the grid so it looks like it is scanning... 
‘Scale’ to shrink frame 


.activate 3D cube for layer so can move it around in 3D space to appear to 'track' the object being 'scanned’...hit 'R' to 


rotate the box/frame in X,Y,Z 3D space... then Ctrl D the layer and use 'Scale' to shrink this copy...and repeat...so get 
frames that appear to 'zoom in' upon the 'target' it has ‘located’ before the 'scan' begins and the description of the object 
appears... 


Adding new layers with Ctrl+D or ‘Split’ 


N.B N.B can use 'Split' instead of Ctrl D in this example, as 'Split' automatically adds a new layer with everything to 
the RHS of the 'split' ... can use this for smaller scaled zoom in...already at exact position on CTI / timeline / clip that you 
want it to be... 


Randomised letters resolving to target text (my ‘holistic philosopher’ vid) 


To animate text layers, click on the 'Animate' triangle to RHS of 'Text' on text layer, then select 'Character Offset’ 
from menu that appears, which will open up Animator 1 with Range Selector 1 and 'Character Offset'...Now Alt+Click on 
"Character Offset’ clock icon and type in an ‘expression’ in the white area that appears on the layer...type in ' time*29.96’ 
(or whatever your fps is for this composition) which tells AE to randomise the letters 29.96 times per second ... tweak to 
taste... We can decide from which direction the word will 'correctly' appear i.e the randomisation will 'resolve' to the 
‘result’... move CTI to point want this ‘resolution’ to begin at...now go to Range Selector 1 and 'End’...scrub value to '100%' 
and hit clock icon to add a keyframe at this point, with an End value of 100%...in other words at this position of CTI the 
word will start appearing i.e the RANDOMISATION (i.e animation effect added) will START ending i.e the word will start 
resolving to its final state...now move CTI to where you want the effect to be COMPLETELY finished and scrub the value 
for 'End' to '0' and AE will add a new keyframe at this CTI position...which means that the randomisation will begin 
‘correcting’ out the word at the first keyframe, and finish by this keyframe...in other words the word will 'appear' / 
‘resolve’ between these two keyframes...so by moving these keyframes further apart or closer together, you can decide 
how fast the final word appears after a period of chaotic/random gibberish...slower gives better effect i.e as if 
program/computer/A.| 'thinking' and ‘computing’... 


Use Text 'animate' button on first line click on 'Range Selector 1' and click the ‘clock’ icon for 'Start'...then move time 
marker to positon want text to appear at / end zoom at... and drag value up to 100%, then go down to 'Scale' and set 
value to '0' i.e so test will start at scale zero and build up to 100% over the duration of the keyframe start to end...then go 
up to 'More Options' and click on arrow so get option for 'Anchor Point Grouping' and use down arrow to open menu and 
select 'Word'...so now instead of each character popping up, the sentence pops up word by word...as you drag position 
marker watch the characters / words appear from base and grow to full height set i.e 100% ... and use 'Add:' arrow to add 
further animations to already existing e.g add rotation to our current animation... If use presets, then click 'U' on 
keyboard to open the keyframes for each preset so you can customise them i.e move keyframes, change values of etc to 
tailor to own wishes... 


Adding virtual cameras 
Texture backgrounds for text texture 


To use a texture background as the text texture, go down to 'Toggle Switches/Modes' and click on it so that now see 
‘Mode’, 'TrkMat' etc...and underneath 'TrkMat' for each track is a 'None' default with a down arrow...click on arrow and 
select 'Alpha Matte’ (with name of track below it following i.e this track will become texture for your text in this track)... 


Use default ‘White’ solid layers 


N.B make all solid layers 'White' by default, so can use 'Tint' effect at any point to change the color...e.g of the solid, 
background, mask-frames/boxes, text, grids, etc ... 


Websites to check out 


ADOBE AFTER EFFECTS.. creative.adobe.com/apps Adobe Bridge ??? 
to add new fonts go to https://typekit.com/d/f40bf5ef61 
to browse 'add-ons' go to http://www.adobe.com/go/adobe_exchange_home_page?pp=AEFX 


Adobe bridge? 


ATTENTION>>> TO GET ADOBE BRIDGE SO HAVE ALL AE EFFECTS ... Go to creative.adobe.com/apps to download 
‘Adobe Bridge’... doesn't seem to exist there... maybe open AE offline...save the link/page i.e keep it open in browser, 
close AE, then use the link / refresh the webpage... 


Pre-comp notes 


can't see keyframes in pre-comp...hit apostrophe on keyboard to open guides...dbl click on shape icon e.g rectangle, 
and AE will add perfectly centered rectangle and new shape layer 'rectangle 1' ...then click on ‘chain’ icon for 'Proportion' 
and scale sides down so now have perfect square in middle of comp... to remove ‘fill’ from solid, select shape layer, then 
click on word ‘fill’ next to fill color box to open 'Fill Options' and uncheck TLHC box so now instead of solid color box, 
shows white box with red line through it i.e same as for drawing paths ...click 'OK' in dialog...can change thickness of 
square sides by clicking and dragging on '2px' etc box next to 'Fill' box (all top tool bar icons TLHS)... 


STUFF THAT DIDN’T WORK BUT WONDER WHAT POINT WAS I.E STILL INTERESTING, AND SHOWS WHAT NOT TO DO 
WHEN MAKING TUTORIAL AND WHAT TO DO Parallax refers to situation where objects/subjects in foreground and 
background seem to be moving at different speeds...as in driving down highway, trees move faster than hills in 
background?...with 3D enabled, you can hit 'C' to use camera tool to ‘move down' a road, runway, path, etc...as long as 
you keep the movement exclusively Z axis, it looks find, but if you move left or right you move off the photo immediately, 
unless you started zoomed in...But we can create 3 layers/screens, one of sky, one of runway, one of horizon, then create 
a projector with camera and light source, and use image like film you can shine light through and project image 
from...this is called 'camera mapping'...can use with stills or moving images... 


Guide layers (notes that won’t appear in renders, but will appear when open Project files) 
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RHMC om layers want to ‘have appear on screen for other collaborators, but don't want in final render, 
then choose ‘Guide Layer . Now these layers will appear in preview e.g ‘note to self e.g ‘paste logo here’ 
or'animate this guitar to mirror and echo and expand and shrink’, or same for collaborators as above 


2D to 3D Camera Mapping 
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FLAT PACK FX 


FLATPACKFX tutorial transcribed, 
broken down, explained more optimally, so you know exactly WHAT you are doing BEFORE you get lost in the confusion, 
and have a ‘destination’ in mind...this is step most teachers fail to do...very hard work...they've learned HOW to DO 
something, but not stopped to consider how best to TEACH it...so they Just DO it' and talk as they go along...when they 
need to REHEARSE this many times, take notes, write a ‘script’ i.e ‘hard copy', and then FOLLOW THEIR OWN DIRECTIONS 
themselves...and get OTHERS to, to see if they are adequate / clear i.e when YOU follow your OWN 'copy' / 'script' you 
will tend to DO stuff you did NOT write down, automatically, from muscle memory...but take a newbie like me, who will 
stumble at the first hurdle if you don't explain EVERYTHING ... every step...in the MOST logical order, and they will give up 
in frustration ... and all the ‘knowledge’ the 'teacher' had to share is lost...because they could DO but didn't discipline 
themselves as a TEACHER... 


The idea is to map all 5 sides of a room or space you are looking down from the 6th side...like standing in a rectangular 
cube...but you have a 2D image. So you add solid white layers, which you convert into 'grid' layers, as the grid lines allow 
you to to match the perspective of each side, as you might draw it, to give the impression of depth, height, and 
width...until you end up with a ‘rectangular grid cube'...when this is fairly correct, you turn off the 'grid' effect, leaving 
just the white solids. These will become the 'projection screen’ upon which you will, by adding a light in front of your 2D 
image layer, project that 2D image layer onto the white solid ‘screen’... note that your layers will be, from top to bottom, 
uppermost to lowest, the Spot light we will use as our projection light, the white solids that make up the screen we will 
project the image onto, the Camera, and finally the 2D image we will be projecting onto the screen...but think in terms of 
just 3 objects, a projector light, a slide / frame / image, and the projection screen...using a comparison with playing 
‘shadow puppets’, where you make strange shapes and animals with your fingers on a wall, it would be your lamp, your 
fingers, and the wall... 


Choose images carefully, as some have more potential than others e.g more 'depth' such as long roads or runways 
that reach horizon, or tunnels, or deep rectangular corridors and hallways and halls and factor spaces and so on. This will 
give you a lot of potential for 'dollying in', ‘pushing in', moving 'down' the projection, towards the back wall / 
horizon...then consider using a 'zoomed in' / 'scaled up' starting position, so you have more room left and right to pan 
and tilt i.e more image to move around left and right... 


SETTING UP YOUR PROJECTION SCREEN:Add a solid white layer, then convert it into a grid with the 'grid' effect. Then 
make duplicates and re-position and re-size and re-rotate them until you have all 5 sides of a rectangular grid cube’...it 
can be tricky...just aim to have all the planes full of grid, and looking like an old video game...with a small grid at the far 
back wall, and the other walls growing out towards you, the grids getting larger the closer they are to you, and appearing 
smallest/thinnest the further away from you they are...then turn off the 'grid' effect, leaving just the white solid shapes, 
because what you have just made is the 'projection screen’ that you are going to project your 2D image onto, using the 
following light. TIP: use camera tool and different 'Views' to view your 'rectangular cube grid/box from various angles, so 
you can drag each side around until they more or less roughly match up, then return to your normal view, to see if it is 
working. Once you have set up your PROJECTION SCREEN, be sure to set up your PROJECTION LIGHT precisely as we will 
now describe. 


SETTING UP YOUR PROJECTION LIGHT: ensure you use the following light type and other settings...For ‘Light type:' 
choose 'Spot', set 'Intensity' to value of '100', set 'Color' to 'white', set 'Cone Angle’ to value of '180', set 'Cone Feather' to 
value of '0', make sure LHS box for 'Cast Shadows' is 'checked/ticked' (click on it if it is not ticked), set 'Shadow Darkness' 
to value of '100', then click on 'OK'...so now AE adds a ‘Spot Light 1'... Rename it 'Projection Light'...Go to bottom of 
Preview and click on '1 View' and choose '2 Views Horizontal’ to correctly align your projection light...left side will show 
‘birds-eye view' ... NOW THIS IS KEY...now select the 'Camera 1' Layer, and hit 'P' on your keyboard, so we can now click on 
‘Position’ in the LHS layers panel for 'Camera 1', to select it, then use 'Ctrl+C' to COPY it, i.e 'Camera 1' 'Position'... THEN 
we select our ‘Spotlight 1'Layer, and hit 'P' on our keyboard to open the 'Position' property for this layer, click on 
‘Position’ to select it, and use 'Ctrl+V' to PASTE the previously copied 'Camera 1' 'Position' onto the 'Position' of the 
‘Spotlight 1'layer...so that now our CAMERA and LIGHTSOURCE share the same POSITION...which is key to this process, 
for the Spotlight, the light source, must be projecting THROUGH the image...so as to project the image onto the pseudo- 
3D 'projection SCREEN! ... and 'Camera 1', our camera, has to be in the same position as the light, to 'film' that projection, 
on that screen...NOW select Image layer ...and again use 'Ctrl+V' to PASTE the 'Camera 1' 'Position' we still have a copy of 
in RAM, this time on the 'Position' property of the IMAGE LAYER (select the Image Layer, and use 'Ctrl+V' to paste it 
directly to the layer in this way, without having to open the properties and selecting 'Position')... NOW when we and 
toggle/enable '3D' for the IMAGE layer, it appears in the RHS split preview, with the RGB arrow, indicating it is a 3D 
layer...BUT now Image layer is directly ‘in-line’ with the Camera, and we need the Camera to sit slightly in front of the 
Image, so that rather than 'filming' the Image layer, we are 'filming' the projection made by the Spotlight shining 
THROUGH that Image layer, onto the Projection SCREEN, which we've set up to appear 3D, using those 'grids'...SO we go 
to the LHS split preview, and 'Click+Drag' the BLUE RGB arrow UP towards the top of the screen, about 1cm of screen 
distance, so the Camera is now between the Image Layer and the Grid Layers... THEN we need to 'Scale' down the Image 
Layer down to about 1%, and then carefully ‘Scale’ it back up gently, until the image fills the entire RHS split preview, as it 
did originally...(TIP: scale up a bit more so it extends out of the preview, and gives you more room to 'rotate' and 'pan' the 
‘Camera'?)...NOW image may be blurry, so open up 'Camera Options' for 'Camera 1' Layer, and turn 'Depth of Field' OFF 
(or use camera properties dialog?)...so original, sharp, image appears in RHS preview...THEN click on '2 Views Horizontal’ 
and change back to '1 View' (at bottom of preview)...SO FAR it nothing will have changed in your IMAGE...the last step is 
to change the ‘Material Options' for the Image Layer... The Image layer must be made ‘transparent’ so we can project the 
light through it, onto the projection screen. First find and open the 'Material Options' for the image layer, and change the 
‘Cast Shadows' property from its default 'Off' to 'Only' (options are 'Off', 'On', and 'Only' so if was set to default 'Off', need 
to 'Click' twice)...,BUT now image has dissappeared, because the default 'Light Transmission’ is ZERO i.e at the moment 
NO light is passing THROUGH the Image layer onto the projection SCREEN...so we remedy this by increasing the 'Light 
Transmission’ from default value of '0' to value of '100'... and as we do our PROJECTION appears on the preview...which is 


what all this fuss was all about...we now have a 3D projection we can move our camera around in, and ‘film’, as if it was 
the image itself...and this image has been projected onto our rectangular box ... Our PROJECTION SCREEN ISA 
RECTANGULAR BOx...as if we projected an image onto a dark room...SO NOW if you 'dolly' / 'push-in' with 3rd value of 
‘Position’ or select 'Z track tool’ from camera tool options, you can actually move 'down' the projetion, as if entering the 
room, or moving into it...and also pan left and right and elevate up and down as do so, BECAUSE you are now moving 
around the PROJECTION which is 3D... 


FINALLY fine tune the 'grid' layers if something isn't working, or artefacts appear because the grid 'sides' don't join up 
precisely... 


TIP: with a road or runway or similar, you only need a 'floor' and a 'ceiling' plane/grid to form a workable projection 
screen... 


ADVANCED: try masking duplicate layers, and projecting onto each differently, or just on one... 


MHR: this sort of thing is great for turning historical photos into 'videos'... masking to separate foreground and 
background into layers, using this 2D to 3D projection mapping, and then using the camera to move around still images as 
if they were actual subjects, animating what would otherwise be a static slide-show... 


MHR: would be fun to take high quality stills of subject, as they 'move' through some location, performing a series of 
actions...and then to treat each shot in this way...as an artistic treatment...making something ‘simple’ and 'ordinary' 
suddenly much more interesting...and allowing us to carry out camera moves 'in post' that we were not set up to, able to, 
competent to, or in some cases physically capable of, or even ‘allowed' to do, during the actual shoot...or simply didn't 
think to do at the time...so this technique worth learning / mastering...so first back to trying to emulate it, now that | 
‘grok' what the point of each step is... 


N.B, like 'masking', this is one of those skills people might specialise in i.e on 'fiver' etc, 'sweatshop' of people just 
masking out stuff, and in this case, doing the ‘hard yards' of the 2D to 3D projection mapping, for others who get to use it 
‘creatively’...every television documentary that uses still photos, anyone with wedding photos or 'event' photos that 
wants to 'glam' them up, and make a presentation of them, would gladly pay someone to do this 'hard' work for 
them...even assuming they COULD (that | will) manage to learn HOW to do it... most people won't NEED to do it much, so 
it will be more cost effective and time effective to pay someone ELSE to do it...and if THEY are skilled at it, with practise, 
could 'knock out' a single image in a few minutes... and | wonder who will be the first to design a 'plug-in' that lets you set 
basic parameters, and then does the ‘hard' work for you ??? 


[vaguer notes / vid gave up on....SO, first toggle 3D for layer OFF...as easier to work with...add pure white new solid 
layer for screen...rename it 'sky', and click on 'Make Comp Size' in 'Solid Settings’ dialog...toggle 3D ON for this layer... 
need to see through it to line it up...Add 'Grid' effect (Generate > Grid)...turns solid white into white grid...select layer and 
hit'P' then hold 'Shift' and hit 'S', and 'R' to open 'Position’, 'Rotation', and 'Scale' properties...(rather than open all 
properties up and clutter screen)...RHMC on Layer and choose 'Rename’, type in 'Sky' in 'Layer Name' mask/box, and hit 
‘Enter’, so this solid white layer which is now a white grid is now named logically as 'Sky'...we need to 'Rotate' the grid so 
the bottom is further away from us than the top, as a sort of 'top of a box' which will become our 'sky' plane / 
perspective...which directs our gaze towards the ‘horizon’ ...Select 'X Rotation’ and drag slider RIGHT to increase value 
and rotate grid along horizontal/X axis...so it 'rolls' around the red arrow, the top falling down on viewer, as bottom pulls 
away towards horizon...a value of '40' will be about right... NOW we drag SECOND value of 'Position' (Y axis) RIGHT to 
increase the value, and raise the entire grid up so that bottom horizontal line of grid just clears any objects sitting on/near 
the horizon, such as the top of a building...If grid doesn't cover entire screen from Left to Right, Click+Drag on red control 
point to stretch the grid out, so it does...this will increase the first and second 'Scale' values, which you can then use to 
fine-tune if you want... 5.22 mins... Ctrl+D to duplicate and rotate X Rotation -80, then reposition it at bottom of screen, 
then Scale first and second values until have copy grid laid out as 'ground'...and covers preview from left to right...Now 
duplicate layer again, to produce a ‘back wall’ for our perpective...which will be quiet short if the horizon is far off...use 
Camera Click+C+Drag to rotate grids in 3D space with 'Camera Tool’, to resize, reshape, till get something that feels 
right... 


For a 'projection' you have your eyes/camera, light source to bounce photons off things, a subject/object to bounce 
them off, and a wall upon which the projection image will be produced...just think of ‘shadow puppets' or any sort of 
projector. In AE we can re-create this set up, using cameras, lights, and the following method: 


Import a shot with clear perspective e.g a tunnel, a long hallway, that you want to 'walk through’ using this method i.e 
give the impression you are moving around in it, in real time. Resize it. Then add New WHITE solid layers (RHMC in layers 


etc...) and rename them 'floor',(which we'll duplicate later for a 'ceiling', and then duplicate and rotate to make the 
‘walls'. THEN on each layer go to 'Effect' > 'Generate' > 'Grid' to change the originally plain white layer into a white grid 
you can overlay over the walls, floor, and ceiling, of the image. So now have grid of white lines you can overlay over 
image...Make each of these layers 3D layers...NOW go to TLHC ‘Rotation’ tool, which looks like a bent arrow facing left 
(RHS of 'magnifying glass' icon)...and rotate grid so it is parallel with floor of image...then lower it onto flooor...and play 
around with until it corresponds/matches/tightly fits, the floor, from wall to wall...as if you've replaced the floor with 
tiles...scale it so get only complete squares...push forwards and back so touches back wall...drag out ends to 'stretch' it, 
until the lines match up with details on the floor e.g the wall edges/skirting boards, and any other obvious lines e.g a'slab' 
join...NOW open up layer, and find 'Material Options' and make sure 'Cast Shadows' option is toggled 'Off'... 'Light 
Transmission' option is set to value of '0', ‘Accepts Shadows' option is toggled to 'On', and 'Accepts Lights’ is toggled 
‘Off'... THEN Ctrl+D this 'floor' layer and drag it up to ceiling...Rename it 'Ceiling grid'...Line up all corners...duplicate this 
layer and drag across to other wall, and reposition again...does not need to be perfect, just close up all gaps i.e do not 
need perfect 'squares' ...rotate and reposition last duplicate to set up back wall...can always adjust later...Use 'Camera 
Tool' to rotate box around, and zoom in and out, so now have 3D box...use different angles to reposition all sides until 
you get it perfect, and can rotate around the box without it distorting...until it works as 3D box...bit of overal 
O.K..remember you will not be SEEING these grids...toggle fx OFF for all these layers, so returns to white screen, with the 
RGB arrows of each... TIP: to toggle off ALL effects for a layer, or multiple layers, select the layer/s and then go across to 
the column under the 'fx' icon i.e same row of options where '3D' is toggled on/off etc...and click on one of the fx boxes, 
to toggle ALL fx off for ALL the layers...so left with just the RGB arrows, and a 'white room’... MHR could make great 
video...build a room / environment around the performers...and change it...e.g from basement to school stage to pub to 
big stage to arena...i.e follow their 'career'’...then end with vip club, drunken, then crappy hotel room, then homeless 
shelter/alley/bus station i.e homeless... 7.15 mins RHMC and new ‘Light' Layer...with Light Settings: Spot, Intensity 100, 
Cone angle 180, cone feather 0, cast shadows on, color white, shadow darkness 100...hit O.K... click on '1 View' and 
choose '2 views horizontal’ from list...select Camera Layer layer...hit 'P' to open 'Position' property, Ctrl+C to copy it, and 
paste it to the ‘light source’ layer...(Ctrl+V)...Anhhhhhhg...seems gets very complicated, and | don't see why can't just 
zoom in usual way i.e what all this was about...??? N.B with 'road' etc, have just two layers...floor and ceiling, meeting at 
some point in perspective, so can ‘drive down' road ??? Not sure if worth transcribing rest of video...first see if can get 
first part right...seems very hard...and impossible to follow...so | just did it using rotation properties...'rotation tool’ just to 
sensitive, leads to shapes flying all over place at slightest touch of mouse, no way to get precise, clean, outcomes... 


Rasterize (when your eyes get tired, rest your eyes?) 
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Click on this box to check it, to get all your text animations in Hi Resolution i.e ‘Rasterize’, rather than 
try to use ‘full’ quality under preview, which slows down everything, and you won't get to see the detail 
as it is unfolding, until you render, etc... 


k 


Click on box below this icon to ‘continously rasterize' text so looks hi res as zoom in and out 


‘Spill Suppression’ Effect 


MHR original ideas for general text animation 


Cool text idea 


just have text falling into screen from left, then one layer up, from right, then another layer up from left, and then 
next layer up from right i.e duplicate text, or different words, so end up with 'layer' of text 'falling into screen from left 
and right' and ‘building up a wall of text' as it does so...another way to make otherwise static, boring speech and/or text 
interesting...'animated'...N.B you will need to move the Anchor Point...or simply select the text and use 'Paragraph' in the 
RHS Panel (where Effects & Presets are) to get basic 'Left' or 'Right' alignment i.e with anchor point on Left or Right...but 
may want to move Anchor point to bottom Left Hand Corner (BLHC) for 'Left Drop in' and bottom right hand Corner 
(BRHC) for 'Right Drop in' so text rotates around these points, so the text appears to ‘Fall down from the left' and ‘fall 
down from the right'...add 'bounces' for realism / interest, and edit speed graphs for even more 'naturalism’... 


SIMPLE TEXT HIGHLIGHT USING MASKS AND SCALE / ZOOM 


Simple way to highlight text: use masks to mask out text to be highlighted, then apply highlights to it to make it stand out, 
or simply 'darken' the OUTSIDE of the mask AROUND it i.e invert mask, so have gradual highlighting effect i.e as area 
around text darkens, and text itself 'shines' forward, becoming focus on attention...in documentaries they do this, then 
‘scale up' the highlighted text...so we first see the text in the context of a published scientific journal or webpage 
publication / page, then see the text highlighted in context, then zoom into the text, to make it easier to read, but still 
with some context i.e some of the page also visible, so we get distinct confidence i.e this highlighted text NOT taken OUT 
of context...but shown in FULL context...s 


